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Yeah Right! How many times have you heard that one before? 
[Usually right before you’re about to give something, and receive nothing in 
return!] Well, we’re about to change all that. Nintendo Power: Magazine 
is going to reward you for giving a great gift to 


a friend! -rurn the page to find out how! 


TIS OFTHE SEASON 


tos: 


Happy Holidays! you’ve just been given a one-year 
subscription to Nintendo Power magazine, the #1 source 


of Nintendo gaming tips and tricks! 


That’s 12 issues [one every month] of Nintendo Power magazine, beginning 
with the January 1997 Bonus Issue, a Super Power Supplies Catalog, 
Collectible Character Trading Cards, and Super Power Stamps which you can 


spend on Super Power Supplies! 


from: 


[Your generous and thoughtful friend and fellow Nintendo gamer! ] 


CHS MINACnc #2268, #2644 


] YEs ! | want to GIVE my friend a Year of Nintendo Power, for $19.95 PLUS 
order my own one-year subscription for just $5, AND my FREE DKC3 Player's Guide 
for a total of $24.95. (s34.95 CANADIAN FUNDS}!* 


Gift for my friend and the Player's Guide for me Mv“dd 


J YES! | want to GIVE my friend a Year of Nintendo Power, for $19.95 AND 
receive a FREE DKC3 Player's Guide for myself for a total of $19.95. (s27.95 CANADIAN 
FUNDS)!* 


#2645 
—] Yes ! | want a Year of Nintendo Power, AND receive a FREE DKC3 Player's 
Guide for myself for $19.95. (s27.95 CANADIAN FUNDS}!* 


Enclose this order form with your payment or credit card information in a stamped envelope and mail to’ 


Nintendo Power® 
P.O. Box 97043 
Redmond, WA 98073-9743 


Canadian residents remember to use an international postage stamp. 
I'm paying for this membership by [check one]: Check or Money Order [IVISA {J MasterCard 
If paying by check, please make check payable to Nintendo [please don't staple your payment to the order form 


and please do not send cash. Sending cash will hold up processing of your order.] 
REDIT CARD NUMBER EXPIRATION DATE 


/ Til 


CARDHOLDER’S FIRST NAME CARDHOLOER'S LAST NAME 


ci 


Here’s how Nintendo Power makes it better t 


give than receive. Give a one-year Nintendo Pow 
| subscription to a friend at the regular price ($19.95* 


then you can get a subscription for 


[$7 Canadian funds) and you’ll get a FREE DKC3 Player 
Guide! Fill out the card and send it in now! 


> OR CALLNOW! 1-800-255-37 


To order your subscription now with VISA or MasterCard, call 1-800-255-3700. Mon.-Sat. 6 a.m. to 9 p.m. Pacific Standard Time (PS 
Sundays 6 a.m. to 7 p.m. (The Nintendo representative will need to speak with the person whose name appears on the card.) 
*Canadian residents pay $27.95 tCanadian residents pay $7 


Offer Expires 1/31/97 


Renewal [JNo__[lYes 


MBR# Mee L al l |- [| [Its the member# next to your name on the address label on your magazine | 
Please send MY subscription to and/or Player's Guide to: 


E 


Send MY FRIEND'S su bscription tO:(Name and address must be different than above.) 


(If your friend is currently a subscriber) MBR# [| a} 3 [| #2268 


FIRST NAME 


STREET NUMBER 


cry 


\TE/PROVI 


PHONE NUMBER 


Just call 1-800-255-3700 to subscribe. or send in 
the order card. Don’t wait, if you miss this offer, you’1l 
have to give your friend a Slice of Aunt Helen’s Fruit 


Cake. And you can’t afford that kind of mistake! 


: LLt-8 PstaetatHe 09 IT Nov! 


fanadian residents pay $27. 


SUE 
SNAG AL FF 


And ali the previews and reviews of games 


for Super NES and Game Boy. 


POWER’ 


rial 


Lucky you! nintendo Power magazine is offering 


Ot 


an extra COOL holiday special. Give a one-year 
subscription to a friend at the regular price of 
$19.95*, and you can get yourself a subscription 
for a mere five bucks! [That’s a whole year of 
Nintendo Power for the price of a single issue at 
the newsstand!] And, for being such a generous person, 
we’ll send you a FREE Donkey Kong Country 3 Player’s 
Guide—an $11 value! [Which you can give as a gift, 


or keep for yourself—we won’t tell.] 


Then you and your friend will enjoy the inside information that 
Nintendo Power is known for. Stuff like tips and tricks. Maps and moves. 
Secret codes and strategies. Both of you will get the latest news about 


NINTENDO 64®—the newest, most exciting video game system ever created. 
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a Are you ready 
for the Gold rush 
of 64? Nintendo _ 
Power digs deep — 
into the vein of 
KI Gold with ten 
pages of strategies 
and special 
‘YLoy insights trom 
/ \“theereators 
at Rare. 


wim Pm et 


7 = ES. ORI 5 
il >> oO HEIGHT: gee 


nas 


. WEIGHT: 


CONTENTS 
Star Wars: Shadows . : 


of the Empire ——-Byl] Coverage 


Killer Instinct Gold 
Wayne Gretzky's 3D Hockey 
NBA Hangtime 
nee DKC 3: Dixie Kong's Double 
: Trouble Part 2 
Wayne Gretzky s 30 Hockey Ultimate Mortal Kombat 3 
0 Marvel Super Heroes: 
War of the Gems, 
Jaz-MantaZ 
Jeoparay! 


Special Feslvres 
Siar Wars, shadows of 
the Empire) Comic 
Star Wars: Shadows 
of the Empire Overview, 
Sports Scene 
Wave’ hace 64 Strategies 


Evert issue 
Players Pulse 
Counselors: Corner. 
Classified Information 
Arena 

Now Playing 

Pak Watch 

Player's Poll Contest 
Next Issue 

Game List 


Wave Race 64 and Wayne Gretzky’s 3D Hockey 
are giving you your first taste of multi-player 
action for the N64. So, is humiliating your oppo- 
nents with a handstand or a hat trick as much 
fun as exploring the Princess’s Castle? 


Burnt Offerings : 
For the last few months I've “ Wits GIR 
been mourning the death of GARE PLAYERS, 1 


a “family member.” Back in 
uly our family stove caught 
on fire and took out almost 
the whole house including 

toys, clothes, TVs and my 


poor Super Nintendo and medium rare. Anyway, they were in dia- 

games. | kept asking for when we returned to my. pers? Who buys these 
someone to tell me | was uncle's house where we games anyways? | don’t 
dreaming but | wasn't. After were staying | tried out the think that game makers 

a couple of days we two games..l.popped in the should be waisting their 
returned to the house to see grayish black game and time and.money. | say that 
what we could salvage out switched on the power. The we should take these kinds. 
of the burned up house. The _ screen stayed blaek then all of games off the market and 
first place | headed for was of a sudden.I-heard that start working on the future! 
my room. Everything was familiar ping, oh glory Hala Andrew Connolly. 
gone. Then | saw my Super. Luya! MARIO EIVES!! And via America Online 
It too was charred black and the same was true for 


melted ActRaiser, thank God. At 
along least two games got saved 
with all even though | lost my Super. 
my | just wanted to ask do you 
games think that my Super 

except Nintendo and games went 


Act- to heaven? | hope so. j 
Raiser Joe Harrison What a Deal! 
and St. Manitowoc, Wisconsin September 29th was defi- 


Super 
Mario 
World, 
which 


nitely the biggest day of the 
decade! While everybody 
was anxiously-purchasing 
their N64s my brother was 
anxiously purchasing the 
regular NES!! He came 
home so happy because he 
got it for 8 bucks! My bro. 
says the NES is the system 
with all the RPGs and his 


were 


only 


What's With the Diaper Pacs! 
Who cares about these old 
games like Pac Mang.Why 
should we be 


our parents 


played when 


(J) NINTENDO POWER 


favorite RPGs 
arethe Dragon 
Warrior,séries: 
anyway..He's 
just an old:fash- 
ioned kid! guess! 
Taraz Dannells 
Tacoma, 
Washington 


floon Watching 
am in North:Garolina and 
at this very moment || am-in 
Hurrigane Fran! (So far we 
have lost-6-trees)»1 am 
bummed out, because | 
¢an'tplay my Super NES! 
The power just went Out so 
lam writing you by candle- 
ight. Neat huh? | was won- 
dering how you guys 
choose'the envelopes for 
display in the magazines? | 
send in tons of envelopes 
but they have neyer been 
published. lewanted.to 
know, why? T'wasvalso. 
wondering. if any Sailor 
Moon games from Japan 
would be published on the 
SNES or N64. Ahhhh! 
There goes another tree! 
Sorry, | have to go change 
my shorts now! 
Georgia Wall 
Wake Forest, North 
Carolina 


Shoq: Anyone? 
lssaw a review for a game in 
Japan that-was like a 
Japanese chess game but 
then | was disappointed to 
see it wouldn't come out in 
the U.S.A. | would be will- 
ing to learn to play it and 
have fun and | bet so would 
other people, so why not 
release it in the U.S.2 
Michael Drucker 
Coral Springs, Florida 
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Bolstered by strong votes from the Pros, Donkey Kong Country 3 cracks 
the number one position on the Super NES Top 20. Now that the 
Nintendo 64 is out, we're opening the floodgates to everyone's vote for —_| go 
their favorite titles. Be sure to let us know what N64 title is your fave by 
placing your vote on the Player's Poll Response card and mailing it in! 
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DO POWER 


LETTERS CONTINUED. 


| am writing in response to 
the question in Volume 89 
of Nintendo Power. | think 
it's great that you have put 
this 3 part series Star Wars: 
Shadows of the Empire 
Comic into Nintendo Power. 
The day | got my Power, | 
flipped through it and came 
to page 24, where the comic 
was at. As soonas | saw it | 
immediately read it. It was 
great! Now | can't wait for 
the next issue to see what 
happens to Luke Skywalker 
and Han Solo. Keep it up 
your mag beats them all! 
Melinda Mallenthin 
Gillespie) Illinois 


< 


Hello Nintendo! | LOVE my 
FunMachine! The N64 (and 
controller) really is an amaz- 
ing device. I'm very pleased 
with its surprisingly compaet 
design. An overused term 
these days is "awesome" - 
but this is exactly, what your 
system and first\two games 
are. Nintendo took the nec- 
essary time to research and 
develop this machine, 
choosing not to rush it in 
order to be first "out of the 
gate." Now's the payoff! It is 
apparent that equal care 
went into Super Mario, 64 
and Pilotwings 64, and | 
encourage you to continue 
this unrushed "quality over 
quantity" approach. It pro- 
duces gaming experiences to 
savor. 
Mike Costello 
Lawrenceville, Georgia 


We Have Liftoffl 


Expectant Nintendo 64 owners line up at the Toys R Us in 


Raritan, New Jersey, on launch day. Finally, after years of 
watching and waiting for the dream to become a reality, 


the Nintendo 64 hit stands September 29th in grand fash- 
ion. In a mere three days, more than 350,000 systems 
were vacuumed up by frenzied Nintendo fans across 
North America. N64s flew off the shelves'so fast, in fact; 
that the N64 sold more units in one day than the Sega 
Saturn sold in 32 weeks and the Sony Play-station sold in 
13 weeks following their respective launches last year. 


Before all attention shifts to 
Nintendo 64, one final, most 
excellent Mario game should 
be produced for the Super 
NES. A beautiful game that 
would use the 3/4 view and 
rendered graphics found in 
Super Mario RPG. An enlight- 
ened game that would single- 


handedly make all the 
gamers of the world come to 
realize that the Super NES 
should never be forgotten. 
Super Mario World 3 - the 
definitive 16 bit action game. 
This is the way the Super 
NES should be remembered. 


Brandan Lennox 
via the Internet 


1-800-255-3706 


1-900-288-6707 


1-900-451-4406 


(1-206-883-9714 70D) 


POWER LINE 


1-206-885-7329 
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Killer Instinct 
Gold, the next 
competitor, on 

your Nintendo 64! 
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Ever since the ominous voice in the original Killer Instinct announced “Coming to your 
home...” fighting game fans have anxiously awaited the 64-bit version of KI. Although 
the Super NES conversion temporarily satisfied the KI fan’s appetite for destruction, it 
really was only an appetizer for the main course: KI GOLD! 


The most frequently asked question about Killer Instinct Gold is: “What’s new?” The 
answer: TONS! Most obvious are the graphic enhancements, but there are also many 
additions to the game that will become apparent to the dedicated player. 


3-0 Backgrounds! The programmers 
of KI Gold have used the 3-D capabilities 
of the Nintendo 64 to create 3-D versions 
of the different arenas. The view zooms 
in and out and even rotates around the 
fight as the duel progresses. Virtually 
every arena also has some 3-D object 
that the fighters can actually interact 
with. Destroying these objects 
won’t damage your charac- 
ter, but they add to the 
excitement of the fight 
and are just one example 
of the spectacular graph- 
ics in the game. 


Aerial. Gamera with the Aerial 


/ Camera option turned on, you will get a 
zoomed out view on the fight, just like 
when the two opponents were far from 
each other in Chief Thunder's stage in the 
original game. The camera will zoom in 
during dramatic moments in the battle, 
for example, for an Ultra Combo. The 
Aerial Camera gives you the best view of 
each arena, and 
we've provided the 
Stage Select codes 
below so you can 
check them out. As 
in the arcade game, 
you need to do thi 
code on the 
player VS screen, 


OMK Museum 
GMM Spinal Ship 
OFP Space Ship 
FP Street 

OFM Helipad 


OP Wolf Castle — 
©QP Bridge 
© QC Stonehenge 


KILLER INSTINCT GOLD 


FROM THE 
MASTERS 


v9 OGNILNIN 


Ken Lobb, Nintendo’s De- 
velopment and Evaluation _ 
Manager, has been involved 
with the Killer Instinct series — 
from the start. Working with 
the development team at — 
Rare, Ken has contributed a 
lot to the game’s design and — 
is one of the game's most 
outspoken supporters. _ 
According to Ken, KI Gold is _ 
much deeper than the origi- 
nal Killer Instinct game: — 
“The combo engine is easier 
to learn and allows for — 
thousands of combos per — 
character. The countering 
system is much more bal-— 
anced, making KI Gold 
more of a thinking player's: 
fighting game. There are 
no unbeatable non-super 
moves in the game. Every 
regular and. special move 
can be countered by some- 
thing. This leads to fights 
among good players which | 
involve a lot of mind games. | 
These are just two of MANY 
improvements to the ori; 
nal KI game. In my opinioi 
itis the i balanced, most 


During the course of development of Killer Instinct, the devel- 
opers at Rare have fine tuned the game's engine into a mean, 
lean fighting machine. Somewhat paradoxically, although a 
great KI player can now counter almost any move, he can also 


Manual-Double Killer Instinct 


Gold adds Manual-Doubles to the Auto-Double system. The 
difference between the two is in timing. Auto-Doubles are 
done with jump-in hits, while Manual-Doubles are started 
with a standing Fierce Kick or Punch and followed up with 
a Medium Kick or Punch. A Manual-Double will make your 
Combos much harder to break. 


Pressure Move 


it with a Super Linker or Super 
Finisher for a nearly unbreakable 
Combo! Any Combo involving a 
Pressure Move will also fill up your 
Super Bar quickly. 


Super Linker If you work a 


Super Linker into your Combo sequence, not only will it 
greatly reduce the chance that your Combo will be bro- 
ken, it will also do five hits of damage instead of the 
usual one. As any experienced KI player knows, Linkers 
will extend your Combo sequence, allowing you to con- 
tinue the Combo with another Auto-Double or an End 
Special. You need three Super Bar Blocks to execute 
Super Linkers. 


Throw 


Throws are a new addi- 
tion to the Killer Instinct 
series, and you can turn 
them off in the Options 
menu. Throws can be 
effective against the 
dreaded turtle and can 
be worked into Combos. 
Although they don’t do much damage, and they can be 
countered, they can also open up the defensive opponent to 
a good Combo attack. Not every character can Throw. 


@® NINTENDO POWER 


Each character has a Pressure Move that is 
designed to be performed on a blocking opponent. Performing Pressure Moves on a blocking 
opponent will fill your Super Bar. If you manage to hit with a Pressure Move, you can follow 


put together nearly unbreakable Combos. As you grow in 
skill, the battle of wits between you and your opponent esca- 
lates with more powerful Super Moves and quicker, nearly 
unbreakable Combos! 


Open with a Pressure Move 
(Toward and FK for Sabrewulf), 
go to Sabre Wheel and then End 
Special 5 (Fake Sabre Howl) for 
acool Manual Brutal Juggle 
Combo! 


Juggle 


Juggles are a good way to 
get in a few extra hits at 
the end of a combo. Many 
Super Moves, when used 
as finishes, will knock your 
foe into the air to be 
juggled. Juggle hits 
don’t add a lot of dam- 
age to your Combo, but 
they do look cool! 


Coot Li- 
Exercise 1 — Special Moves 
ee et 


In KI Gold, the Training Mode allows Copy my move. The correct moye 


you to learn and practice every fighter’s pt He walt porNee the sumiay, Bee 
Special Moves, Combos, and Combo 6uR ee 
Rae a 


Breakers. The sensei will demonstrate 
the move you are supposed to learn, and = 
you will have ten seconds to copy the 

move. Even if you think you have = 
already mastered all the moves from the 
arcade version, it’s a good idea to run 


So Mo No KoLiquidize And Uppercut Li-f? 
through the training course, as this will anit Ne + FK/MK 
, Troster 
help you learn how to use the slightly Tm 


different timing of the Nintendo 64 con- 
troller. This is especially true when using 
the analog Control Stick, which is much 
more sensitive than your average beat- 
up old arcade joystick. You also have the 
option of using the digital Control Pad, 
which will serve you well if you have 
played many other video game fighters. 
As an added bonus, if you complete all 
the training exercises with a fighter, you 
will be rewarded with special uniforms 
for your fighter. These special uniforms 
are badges of honor that show you are a 
true KI Master! 


sf 
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KILLER INSTINCT GOLD 


FROM THE 
MASTERS 
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Rare Ltd. is understandably 
proud of Killer Instinct 
Gold. From a game design, 
graphics and programming 
standpoint, the game sets 
the standard for N64 fight- 
ing games. When designing 
Killer Instinct Gold, the 
designer's main concern 
was improving on the origi- 
nal Killer Instinct without 
impacting the playability of 
the game. Another goal was 
to give the player more 
freedom when _ putting 
together Combos. The 
result is a more fair, more 
playable version of KI. At 
first it may seem that some 
characters are more power- 
ful than others, but in reali- 
ty all the characters have 
equal abilities. This may not 
be obvious, however, until 
the player has mastered 
every one of the characters. 
Some fighters, such as 
Sabrewulf, Km Wu _ and 
Orchid, are more accessible 
to the novice player, while 
characters such as Tusk, 
Spinal and Fulgore are 
more difficult to master. 


TJ Combo used to be a defensive specialist whose charge moves made it easy to react to an 
opponent's attack, but in KI Gold, he’s one of the best characters for attacking. His coolest new 
move is the Air Tremor, which stuns your opponent if it hits. 


Playing A 


The key to success in KI Gold, versus the 
CPU or a human, is to mix up your attacks. 
If you do the same attack too many times, 

the computer will counter you. TJ 
Combo’s Roller Coaster and Skull 
Crusher are good choices to use to 
attack the computer. 


The CPU-controlled TJ) Combo 
seems to favor the Roller Coaster 
~ move, so be prepared to block 
f 6 low. In fact, it is a good poli- 

: cy in general to block low 
seins Bone Pe sed The Roller Coaster remains one of TJ Combo's 
ready to defend against the Top — pegt openers. 


a" Attack, as he will not hesitate to use it! 


Jago was well balanced before, and now he’s even better. His new Ninja Slide pro- 
vides a way to attack low from a defensive position, and the stall after a Wind Kick 
has been eliminated, so you can use this move with confidence. 


| Z P | ay l n g A Although it doesn't 


register as a Combo, a good move to use 
against the CPU is a Medium Ninja Slide 
followed by a Quick Tiger Fury punch. 
Since Jago's moves are now stall-free, 
it's easier to perform them in rapid 
® succession. As long as you mix 
’ them up, some are sure to get through the 
CPU's defenses. 


N® Piaying agains 


The CPU Jago will be one of your tough- 
est opponents. His follow-up Auto- 
Doubles can be predictable. If he opens 

\ with a kick move, he will usually follow 
{ with a punch Auto-Double, and vice- 

\ = versa. He will also try to sweep as you 
f get up, so use a pop-up move to get up after getting 

knocked down. 


Jago can fight close up or from a distance. He likes 
to use long Combos, so know your breakers! 


@) NINTENDO POWER 


as, 


with its improved range and speed. His Arctic Blast projectile no loi 
bounces and is easier to use. 


Playing A 


Down and FK is a misleading kick 
attack that hits low and makes a 
good Manual Combo opener with 
a fierce Liquidize. The Icy Grip is 
also a cool new opener that sets 
your opponent up for a Ice Lance or Uppercut, but it can 
be difficult to hit with. 


Playing Agains If you get too far 


away from the CPU-controlled Glacius, he will start Arctic 
Blasting. You can get into a projec- 
tile duel with him, but he may sur- 
prise you with a Liquidize. He will 
almost always react to a fake fire- 
ball with a Liquidize, so you can 
use this to fool the CPU. 


Watch out for Glacius’s 
Liquidize attack, espe- 
cially if you're throwing 
fireballs at him! 


Ultratech’s cybernetic soldier returns as a very solid character in KI 
Gold. His only weakness is that he has only two valid Special Move 
openers, the Cyber Dash and Eye Laser. 


Playing A 


Fulgore’s biggest advantage is his 
two ranged attacks: the Laser Storm 
and the Eye Laser. Mix these up 
against a computer opponent. The 
Eye Laser in the air will almost 
always hit a computer foe a couple 
times per fight. Follow up a hit with his Pressure Move (Back 
and FP) with a Cyber Dash for a Manual Triple Combo. 


Playing Agains 


The CPU Fulgore will make lib- 
eral use of its two ranged 
attacks. Your best bet is to stay 
close to him and be ready to 
counter his Cyber Dash and 
other attacks. CPU Fulgore will 
also become invisible when his 
life bar is low. 


Light up your opponent 
from afar with the new, 
improved Eye Laser! 


KILLER INSTINCT GOLD 


FROM THE 
MASTERS 


Artistically, Killer Instinct 
Gold is the most impressive 
Killer Instinct game so far. 
Kevin Bayliss, the lead artist 
and designer on the Killer 
Instinct series, aimed to 
improve on the graphics 
over all other fighting 
games available when he 
started on KI Gold. The 
technological background 
gained from Donkey Kong 
Country and the original 
Killer Instinct helped him 
create what he believes is 
the most impressive fighting 
game ever. Kevin absorbs. 
all sorts of media in search 
of influences for his charac- 
ter designs, including films, 
comics, video games and 
martial arts videos. If 
forced to choose a favorite 
character, Kevin notes 
Glacius, because he uses a 
lot of the special features 
available in Alias. The spe- 
cial effects in B. Orchid's 
rooftop arena were another 
favorite part of the game 
to design. 
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Sabrewulf is one of the best characters in the game for a beginning player. Almost all of his moves are 
“Back-Toward,” with no charge time. Because of his crouched, lupine form, it can be difficult to tell 
if he is ducking or not, and thus difficult to tell if he is going to hit high or low. 


Sabrewulf is great on defense because of 
his “Back-Toward” moves, but you can also 
do them in reverse, making it easy to attack 
as well. Pressing Down and MP to go into a 
Sabre Wheel makes for a great Manual 
opener. His Sabre Stomp Super Move will 
also dizzy any opponent who's not blocking. 


i i ry Sree Ore (er 
Playing Agains CO ne lla ee 


~~ The CPU-controlled Sabrewulf is one of the most 
@ savage fighters in the game. He will relentlessly 
~k attack and will even try to trap you in the cor- 
> 


ner. He will also mercilessly Top Attack you if you try 
to turtle. Although it’s tough to do, you can parry the 
top attack and follow up with a Special Move to make 
him dizzy. Staying away won't help either, as Sabrewulf will pounce 
through your projectile attacks. 


B. Orchid is, like Jago, one of the best all-around characters in the 
game. She has a couple of new moves, like the Tiger Slide and Air 
Buster, that allow her to counter-attack almost any move. 


i l ay I n g A With Orchid, 


your best defense is a good offense. Her 
moves are well suited to attacking an 
attacker, making it easy to win the “scis- 
sors - paper - rock” game of move coun- 
U tering. Down and Medium Kick followed 
"by a Medium Kick. Tiger Slide is a good 
attack to use to start a Combo against the computer. Mix this 

up with the Fierce Tiger Slide for best results. 


Playing Agains 


Don't jump at the CPU-controlled 
Orchid, as she will almost always 
get you with the Air Buster. If you 
block her attacks low, she will not 
hesitate to Top Attack, so don't 
crouch when she gets close to 
you. If you throw her a lot, she will get angry and use the 
Fire Cat, so be ready to counter with a slide move. 
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_ KILLER INSTINCT GOLD 


al haa ——. 
- |\_ See . 


FROM TH 
MASTERS 


Maya is a great character to start with because of the simplicity of her 
moves. Button mashing while moving the Control Stick back and forth 
can produce results against many CPU opponents. 


Playing As—— 


hands of a master, Maya is the 
queen of cheap attacks. She is very 
fast and can jump around to con- 
fuse her opponents. The Air Mantis 
is an excellent opener against most 
computer opponents, and it’s easy 
to build Manual Combos onto it. 


Playing Against 
jaya jumps a 


lot, so be ready to do your air attack move to counter (Jago’s 
Tiger Fury, for example). Maya also : 

tends to do her moves in pairs, so if you 
block the first attack, counter the next 
one with the correct “scissors-paper- 
rock” move. Maya won't hesitate to use 
her Ultimate on you! 
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Although it can be hard to 
hit with Maya's leaping 
moves, they also make her 
a hard target! 


Kim Wu has quickly become one of the favorite new character in Killer 
Instinct Gold. She is quick and has a great variety of moves, including many 
misleading attacks. She can fight up close and from afar. 


Playing A 


your openers. Some of them will hit 
low when they look high, and high 
when they look low. The Split Kick, 
for example, will hit high even though 
it feels intuitive to block low. Kim Wu's Tornado Kick 
is a good opener to build Manual Combos onto. 


Playing Agains CPU Kim Wu is 


a very strong opponent. Her favorite attack is the Air 
Fire followed by a Split Kick. Be 
sure to block the fireball high 
because if you just duck it, you will 
be hit by the kick! She will also 
attempt to use jump-in Auto- 
Doubles and finish them with the 
Firecracker, so be ready to break 
with a kick Combo Breaker. 


The Super Air Torpedo cre- 
ates one of the most 

impressive explosions in 
the game. 


Spinal: you either love him or you hate him. In any event, the centuries- 
old skeletal warrior returns in KI Gold with some enhanced powers. He 
can be a very frustrating foe for an old bag of bones. 


a... 
‘~ Playing A 


Spinal’s Skull Scrape (Down + 
FK) is a great opener, at least 
S? in the early difficulty levels. 
~~ Alternate this with his Skull Spear 

(Down + FK in the air) to cross 
up the computer opponent. The Skele- 
Skewer is another good opener. 


Playing Agains 
When possessed by the CPU, Spinal tends 
to use the Skull Scrape a lot. If the CPU 

Spinal gets a skull, you should knock him 
down with an end finisher to get rid of 

a the skull, or else he will start tele- - 

3 porting like crazy. Spinal’s shipboard arena is one of the 

smallest in the game. 


Zo He doesn’t have a projectile attack and is slow compared to some of the fighters, but the masters will tell you that 
Tusk is one of the most powerful characters in Killer Instinct Gold. But you must learn the way of the warrior to 
achieve success as the muscle-bound barbarian. 


Playing A Without a pro- 


jectile, Tusk must fight in close. He has sev- 
eral moves that work well when you're 
2 right in the other guy’s face, especially the 
Z Back Stab technique. Tusk’s long sword 
gives him a longer reach than the other 
4 
fighters have. 


b Playing Agains 
ae Exploit Tusk’s lack of a ranged attack by keep- 


%, ing your distance if possible. The CPU Tusk 
“” will use the Back Stab, Conqueror and Boot 


: Kick. Just be wary of the range that Tusk’s ¢ - 

a regular attacks have. You will also need SS Ts, 
to beware of early Ultimates, as the CPU Tusk will be quick to use 

them to end the match. 


OT 


KILLER INSTINCT GOLD 


Throughout this brief strategy primer, we have mentioned the —_ your opponet’s attack, there will be an opening for 
Scissors, Paper, Rock aspect of Killer Instinct Gold. What does you to start a Combo. In the chart below, Rock 
this mean? Certain moves will block or counter other moves, _ smashes Scissors, Scissors cuts Paper and Paper cov- 
so if you can guess, or see, what your opponent is attacking _ ers Rock. With this in mind, you can cross-reference 
with, you can respond with the appropriate counter-move and _ the moves on the chart to see which moves you can 
knock him right out of his attack. If you succesfully counter _ counter in the game. 
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WHAT DOES SCISSORS, PAPER, ROGK HAVE TO DO WITH IT? 


CHARACTER SCISSORS PAPER ROCK 


Glacius Icy Grip Liquidize Cold Shoulder 
Kim Wu Split Kick Firecracker Tornado Kick 
Spinal Skull Scrape SkeleSkewer Flame Blade 

Tusk Skull Splitter Web of Death Conqueror 

TJ Combo Roller Coaster Spinfist TJ Tremor 
Sabrewulf Sabre Pounce Sabre Spin Sabre Wheel 
Maya Mantis Savage Blades Flip Kick 

Fulgore Eye Laser Plasma Shield Cyber Dash 

Jago Ninja Slide Laser Blade Wind Kick 

B. Orchid Tiger Slide Flik Flak 

Gargos 22? 2??? 

For example, you're playing as Tusk against Sabrewulf. Sabrewulf keeps hitting you with his Sabre Wheel, which is 
his "rock" move. You should counter this with your "paper" move, in this case, the Web of Death. The Practice mode 


of the game has a lesson in counters that will help you learn the timing, and by studying the above chart before a 
fight, you can be ready for anything your opponent springs on you! 


or TIONS 


ON 


Options Aplent 


The coolest thing about Killer Instinct Gold is 
the number of settings you can adjust on the 
Options screen. Each time you finish the game 
at a different difficulty level, a new level of 
options will open. The different settings make 
the game feel completely different. For exam- 
ple, playing with the Super Bars always 
full enables you to access all the characters’ 
Super Moves immediately, making the 


AUTGDOUBLES 


LEVEL 4 OPTIONS 

EARLY ULTIMATES OFF 
KNOCK DOWNS 
QUICK OPENERS 
cucsr JuGGLOS on 


LEVEL 5 DFTIONS 


BLOCKING 


DPT IDS 


game more exciting. Just remember, if oi. coincna de oe 
you turn it on, it applies to the CPU, bes eee / 
too, so don’t be surprised if you turn on runt surcn wan on od 
Early Ultimates and get beaten right off | roweneo rimisnens on x 


LEVEL §-OPTIONS 
iISSILES on 
FAST FIREBALLS Orr 
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In our third installment of excerpts from Dark Horse Comics' 
graphic-novel epic, Star Wars: Shadows Of The Empire, we 
shift scenes to Princess Leia and Chewbacca as they attempt to 
contact the Black Sun criminal syndicate in their search for 


information about who is trying to eliminate Luke Skywalker. 


Dark Horse Comics has been publishing Star Wars comic 
books and graphic novels since 1991, beginning with Star 
Wars: Dark Empire. Since that series, Dark Horse has contin- 
ued to create illustrated tales of the Star Wars universe that 
add to the story continuity of the movies and novels. ‘ 
Dark Horse Comics' stories span the entire history of the Star 
Wars universe. X-Wing: Rogue Squadron is set after the 
destruction of the second Death Star in Return of the Jedi. 


@ NINTENDO POWER 


It follows the adventures of Wedge Antilles, one of the few 
Rebel X-Wing pilots to survive both Death Star battles, as he 
continues his fight for the Rebel Alliance. Plotted by novelist 
Michael Stackpole, X-Wing: Rogue Squadron explores the far- 
thest reaches of the «Star Wars galaxy through the eyes of the 
Rebel Alliance's elite space aces! 

You can find this series, as well as the complete version of Star 
Wars: Shadows Of The Empire, at your local comic book spe- 
cialty store (phone 1-888-266-4226 to find a store near you) or 
you can order them directly from Dark Horse by phoning 
1-800-862-0052. * 


WE ARE CLEARED TO PRINCESS LEIA AND. CHEWBACCA 
LAND ON CORUSCANT, FEMS ARE Ce cORTED TO A MEETING § 
PRINCESS. WITH BLACK SON AND THE 
CRIMINAL ORGANIZATION’S : 
LEADER, PRINCE XIZOR.., 
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Next: The Rescue 


? Design by Scott Tice 
Edited by Peet Janes & Ryder Windham 
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TIE fighters assthey. scream 

past you in a tumbling 

\ asteroid field or of trading 

laser fire with an entife 

squad of Imperial 

stormtroopers, thé dream 

no longer. Star Wars: 

Shadows of the Empire™ is the 

fantasy fulfillment of anyone who 

has. longed to join the adventure in 

that galaxy far, far away. The creators 

of Shadows of the Empire approached 

this projeetas if they were producing 

a film. The result is an interactive 

experience that captures the spirit and 
feel of the trilogy in 

ways no previous Star Wars game has (@ a 
been able to.do. From the moment you 
turn on-your N64, you'll find yourself in 
the starring tole of your very own Star 
Wars adventure, ‘surrounded by dazzling 
special effects, authentic sound effects 
and a blood-stirring, John” faNTENDO® 

Williams soundtracks 
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Shadows of the 
Empire blurs the 
line between 
interactive 
games and 
movies. 


None of the technical wizardry would 
be worth a dead womp rat if the story 
wasn’t up to spec, but Shadows of the 
Empire delivers a plot worthy of the sil- 
ver screen. The game chronicles the 
adventures of Dash Rendar, a smuggler 
and scoundrel in the best Han Solo tra- 
dition. Dash comes to the aid of the 
Rebellion from the time of The Empire 
Strikes Back until just before Return of 
the Jedi. 

As seen in The Empire 
Strikes Back, Emperor 
Palpatine orders 
Darth Vader to 
turn Luke Sky- 
walker to the 
dark side 
of the 
Force. 
Prince 
Xizor, 
leader of the Black Sun crime cartel, 
plans to kill Luke and thus humiliate 
the Dark Lord of the Sith. Xizor could 
then take Vader's, place at the 
Emperor’s right hand. Princess Leia 
enlists Dash to protect Luke, and later, 


> 


“Pilot” stages feature two to three perspec- 
tives, while “Commando” stages allow you 
to switch between four different views. 


to help rescue the carbonite-encased 

Han from the notorious Boba Fett. 

The plot continues to twist and turn 
through ten enormous multi-staged 
levels, guaranteeing many, mahy hours, 
of laser-blasting excitement and 
intrigue. In fact, the Gall’ Spaceport 
level is so huge, it could almost be a 
game on its own! 


There are two types of 
stages in. this 
game: 


the “Pilot” stages, where you pilot a 
vehicle and/or control its weapons; and 
the “Commando” stages, in which you 
explore various landscapes, installations 
and spacecraft on foot. Both types of 
Stages allow you to switch between two 
or more perspectives, including a first- 
person “in-the-head” view and a third- 
person “camera” view. This adds to the 
cinematic feel of the game, and it’s 
often necessary to switch 
Pm views to solve 
puzzles or defeat 
enemies. 
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HALT, REBEL! 


The Commando stages involve search- 
ing incredibly vast environments to 
find objects, activate mechani and 
defeat large numbers of live and mech- 
anized What's _ really 
astounding, though, is the high level of 
interaction you have with and in your 
environment. With a tap on the N64 
controller, 


enemies. 


you 
change views (in-the- 
head, behind, 
head and 


can 


over- 
remote 


were correct, Captain, 
in the salvage yard outside the 
Ord Mantel, 


cam), switch weapons, open doors, 
tip-toe, walk, run, jump, crouch and 
even tilt and twist your upper body! 
The latter skills are especially impor- 
tant, since your blaster has only limited 
targeting abilities. As you'll find out 
right away in Echo Base, the first 
Commando stage, you'll often have to 
aim carefully to blast targets several 
levels above or below you. 

Power-ups are scattered throughout 
the stages, including health icons (usu- 
ally 10%- 
extra lives, new wea 


%, of your health meter), 


packs and accessor! 

Seeker homing gun is the first 
and one of the most use- 

ful weapons 


| 
Dash Rendar may be a oe 
i 


but like fellow | 
smuggler 
Han Solo, | 
he hides a 
heart of gold 
beneath his rough, gruff exteri- 
or. As captain and crew of 
the Corellian stock light- 
freighter, Outrider, 
Dash and Leebo have 
eked out a living on the 
edge of Imperial society, 
smuggling and providing 
services for various Hutts | 
and minor crime lords. 
Now he has decided to | 
fight the good fight | 
against the Empire and 
Black Sun-for a modest 

fee, of course. 
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SESE ENTE ROBES 


™ Seeker 


you'll find in Echo Base. In Ord 
Mantell Junkyard and Gall 
Spaceport, you'll pick up a Pulse 
Gun, a temporary invincibility icon 
and even Boba Fett’s rocket pack! 
There are also special Challenge 
Point icons, shaped like the winged 
Rebel Alliance symbol. If you collect 
all of the Challenge Points in a level, 
you'll earn extra lives. Some are easy 
to find, while others are hidden or 
require a skillful leap to acquire. 


st 


sean * 


aa | 
e001 


= THERE 
= We 15! 
DB BLAST HIM! 


We can't say enough about the role 
that sound and sound effects play in 
the Commando levels, not only as 
atmosphere (love the rattle and click 
when you switch blasters!), but as part 
of the gameplay as well. Much of what 
goes on around you will generate 
sounds, and_ listening will soon 
become instinctive as you peer around 
corners and slip from hiding place to 
hiding place. 

Though the stormtroopers will 
always find you eventually, you, can 
move stealthily enough to try this little 
trick: sneak up behind a stormtrooper 
from around a corner or a box and 
then jump up. Be ready for the fire- 
works! 


SMARTER 
THAN THE 
AVERAGE 
TROOPER 


7 


i 

rE. } seta 

a ef Our little practical joke also 
points out another terrific feature of 


this game, which is that the artificial 
intelligence actually lives up to’ its 
name. Stormtroopers and other men- 
aces have the same freedom of move- 
ment you do and will not follow set 
patterns. They really seem to have wills 
of their own and will adjust their attack 
formations and strategies according to 
your actions. The troopers might even 
try to pull the same sort of practical 
joke 
on 
you, but 
it won't be 
for laughs! 
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ROGUE TWO, 
DO 700 COPY? 


We have no doubts that the Pilot levels 
will be the favorites of many players. 
The Battle of. Hoth is,.the Very first level 
of the game, and everything*about it is 
designed to immediately immerse you 
in the Star Wars universe and put you 
“in the zone.” You're crammed into.the 
cockpit of a Rebel snowspeeder, 
swooping low’and fast over thé frosty 
plains of Hoth, red and green Imperial 
lasers wanging off your canopy and 
John, Williams’s heroic music swelling 
in your ears..How’s that for a first level! 
Things start off easily enough-you 
just have to bring down a few errant 
probe droids with your twin blasters. 
The second and third stages add the 
“scout” AT-STs and the imposing 

«= \ ATATs. A radar screen and a 
“heads-up” 
display tell 
you where 


your enemies are and how much dam- 
age they've sustained. 

You can view the action’ from the 
pilot’s seat, -behind your speeder or 
from a third-person camera perspec- 
tive. The last view is awkward for firing 
blasters but helpful when for’ firing 
your tow cable. Tow cable? Yes, 
indéed! True to the scenes in The 
Empire Strikes Back, the only way to 
bring down the ponderous AT-Als is to 
tangle their legs with your tow cables! 


HEAR ME, BABY? 
HOLD TOLETHER! 


The Asteroid Field level will place you 
in the gunnery chair of the Outrider, a 
Corellian ship 
not unlike the 
Millenium 
Falcon. Your 
co-pilot droid, 
Leebo, will fly 
the ship while 


you deal withseveral squadrons of TIE 
fighters and missile-equipped TIE 
bombers. You'll havea quad laser bat- 
tery and a bank of powerful but slow- 
loading proton torps at your disposal. 

Despite Leebo’s skill at the controls, 
he can’t keep track of thousands of 
asteroids, so you'll have to blast a few 
into space dust from time to time. 
Luckily, a chunk of asteroid will occa- 
sionally take out a TIE fighter or two! 

The climactic Skyhook Battle level 
offers two stages. One is a repeat of the 
gunnery-style stage, while the other 
places you in the Outrider cockpit with 
full flight and weapons control! 


Aglance at 
your damage 
icon or your 
smoking 
engines will 
tell you how 
you're faring! 


‘ 


The last style of Pilot level puts you at 
the controls of a souped-up speeder 
bike, otherwise known as a swoop. 
After Prince Xizor puts a bounty on 
Luke’s head, it’s up to you to head off a 
gang of Swoop riders as they blast 
through Mos Eisley and Beggar's 
Canyon in search of the young Jedi. 


This is arguably the»most frantic 
level in the game,and you'll be bob- 
bing and weaving in your seat as the 
dun-colored domes of Mos Eisley flash 
by in the blink of an eye. If you recall 
the speeder bike scene in Return of the 
Jedi, you'll have a pretty good idea of 
how fast this level really goes! 

The swoops are not 
armed, so you'll need 
to bump and bash your 
enemies and _ force 
them into walls and 
rocky outcroppings. 
Unfortunately, they'll 
be trying to do the same 
to you. There are fewer 
obstacles out in the 
desert, but then again, there’s also the 
tentacled Sarlacc to worry about! 


In some of the Pilot levels, 
Challenge Points are 
earned by accomplishing 
tasks like destroying an 
AT-AT or an asteroid. 


‘ 


eae oN 
BIBT | 
i\Vie | 


This overview is just a small 
taste of what's in store for you in 
Star Wars: Shadows of the 
Empire. Next month, we'll shine 
the full light of our gameplay 
expertise on this game and bring 
you the inside scoop on its myr- 
iad mysteries and delve into its 
dark secrets. 

George Lucas ites an amazing abili- ue Goeenine 
ty to convince millions of moviegoers, _|evell |f the Swoop 
at least for a couple of hours ata time, riders don't turn 
that Luke, Leia, Han and all the Rebels eon theg 
are really out there somewhere, strug- _ leave youin the 
gling for freedom against dark and evil dust. 
forces. Shadows of 
the Empire possesses 
that same uncanny 
believability that will 
suck you in and 
make you a believer, 
(at least for a little 
while,) in Wookiees, 
spaceships and 
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Four out of the five games in this 
month's Sports Scene are sequels 
and gamers craving originality may 
cry foul. Most of these games mix 
old menus and options with 
updated player rosters and 
logos. Are reruns just as 
fun? Read the facts and 
features before you make 
your own call. 


adden ‘97 is the sixth 


Madden game _re- 

leased for the Super 
NES. While it looks nothing like 
the original John Madden game 
released in 1991, some gamers might 
consider it to be the fraternal twin of 
Madden ‘96. In the evolution toward 


an ultimate gridiron game, the devel- 


opers apparently opted for a short gain. 
Aside from an updated roster with 
actual NFLPA players, new NFL logos 
and the addition of the Baltimore 
Ravens, only a handful of modifica- 
tions separate the new Madden game 
from last year's version. All of the 
venues remain identical, right down to 
the bleacher banners. The players have 


Pfofr|tys qs fc fe tn fe 


pF ow f 


4 PLAY 
it i ie OTRO clock 


Pick your winning play. It takes time 
to familiarize yourself with the 500 
offensive play combinations in 
Madden ‘97. If you don't do some 


pregame homework, you'll be called” 


for Delay of Game on the first dg 


If you want to get to the end zone ina 
hurry, make sure you give your running 
backs time to rest. Every player has 
an energy level. If your star players 
look tired, sendin substitutions so 
they can catch their breath. 


Who's the main course on this 
week's menu? Madden ‘97 fol- 
lows the authentic 1996-97 NFL 
season schedule so your defen- 
sive tackles will never have to 
guess at the special of the day. 


©1996 Electronic Arts. Superbowl and 
NFL are trademarks of the National 
Football League. © 1996 NFLP 


the same moves and mannerisms. 
Madden /97 even borrows elements from 
other sports hits in the Electronic Arts line- 
up, including the foot stomping chants of ~ 
"Dee-Fense" which echoed throughout 
NHL /96. But if you're a Madden maniac, 
or didn't buy last year's edition, you're not 
going to care. Nobody will dispute that 
this game is fun to play, especially with 
five gamers hooked up to a multi-player 
adapter. New features include 500 offen- 
sive play combinations, a salary cap on 
trades, two difficulty levels, player stami- 
na stats, new motion-capture graphics 
character animation. Just like last 
year, there are three modes of play: Single — 
Game, NFL Season and Playoff mode. If a 
you play Season mode and win it all in 
Superbowl XXxXI, you'll receive a special 
code for one of the 30 historical teams 
hidden in the game, but don't get too 
excited-16 of these hidden teams are the 
same as last year. Will the programmers 
make big changes in next year’s version of 
the game? It’s hard to say. But if you're 
curious about the enhancements made in 


and 


the John Madden Football series, check 4 
out the Super NES Madden Evolution 9° 
chart on page 36. L. 


cv 
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Do you have a play that can take you all the 
way? With eight offensive formations anda 
inventory. Because the game is total of 32 different plays, you'll have to call 


ate time out to review all your alternatives. 
password-backed, it's important to 


remember to reprogram your audi- 
ble selection eaeh time you plug in 
fotind in Madden ‘9; he Super NES. But er new features 
_-this one-player, Super Game Boy enhanced 
- game is crammed with options, and fun. 


Choose from four modes of play, Jincluding 


include a g time clock, 
injuries and ‘substitutions. If 


there is an le to this versa- 
tile game, it @ the optional 
background 7 The happy 
melody might § 


Tumble. If you're having difficulty determining ' oe 
5 ; - Bees. Ee you're the home team, 
your strategy during the pregame warm-up, you can bask in brief 
moments of motion cap- 
tured cheering from your 
ree 5 fans. Just make sure you 
weaknesses. This information also helps you ; = z don't fumble the ball in 


pick your audi- [Ege SrA , v = your own end zone. 


eam's defensive and offensive strengths and 


ble plays. Prior 
to kickoff, you 
can program 


Kick off the football sea- 
sonin color on your Super 


two defensive s = = £ Game Boy or in mono- 
and offensive F z : j eet 
ah ae S Theo ange a 
audible play ; Soh Madden this Madden * q 
al i zr multi-player optio! 
A # of Save # of # of F M 
The Super NES Madden Evolution ae Receivers Seok 
= MADDEN NFL ‘97 1-5 Y 12 Meg 
a 
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The fans in College Football's motion cap- 
ture video footage cheer or jeer depending 
on your team's performance on the field. 


nlike the other games in this 
month's Sports Scene, College 
otball USA ‘97 is not a sequel. It 
acludes all 111 Division 1-A college 
téams and three detailed modes of 
play. It lets you guide your favorite 
team through an entire season to win 
an invitation to the Nokia Sugar Bowl, 
1997 National Bowl 
ance Champtonshipegame, or one 
iihcenother wl ames, i 

a. PX Orange 
nd the Tostitos Fiesta Bowl. Up to 16 
players can pair up and fight their Way 
to the top in Round Robin Tournament 
mode while the game tracks all their 
recordscanthateanm’Statistics. You can 
“eVenegatherfive”’ gamers together and 
“take to the field simultaneously with a 
adapter. If these options 


site of the 


BBC Cees recon cesecrceeeveeneeeseseceseeeeeeees 


multi-player 


Cece cece cess eee semeceeeeesesseee 


College Football USA ‘97's camera angle gives the 
ball carrier the big picture fifty yards at a time, so 
you can see all of the downfield coverage. 


TTT) 


MADDEN! ‘O37 


Cont eee 
FOOTBALL USA 


“37 


sound too involved or lengthy to 
you, settle down and play a solitary 
game in Exhibition mode. College 
Football USA ‘97 has plenty of stats, 
and the battery back-up keeps track 
Season mode is 


of your records. 


exceptionally detailed—realistic 


score updates 


With over 196 offensive and another 50 
defensive plays to choose from, you'll never 
be accused of being predictable. 


brief you on the 
progress of the other 56 collegiate 
confrontations in the 
nation. Your team's 
schedule is modeled 
after the actual sched- 


ulé Used during the 
Player has an 


ate your sub- 
yers to keep 
in top form. 
game has any : 
omings, it's in the graphics and 
utton Configuration. It's easy to 
lose track Of the football if any player 
on the field “ig wearing a uniform 


Looking for a good matchup? College 
Football USA ‘97 is crammed full of 111 
Division 1-A teams from seven different 
conferences. 


color that vaguely resembles a 
shade of pigskin. Just keep 
pushing the buttons until 
the whistle blows. And while 
most Super NES football games 
use the Y, A and B Buttons on 
the Control Pad, the developers 
of College Football ‘97 picked vanes 
the X, A, and B Buttons. This 

unusual button configuration 


SCHEBULE 


lou 
Ha 


yssre 


takes time to get used to-you're ; 
SU aaa you re The Week Schedule Menuis modeled on all the 


actual games scheduled during the 1996-97 
season, So you can recreate the real thing. 


hereby warned to practice in 
Exhibition mode before you go 
for a bowl game. 
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f the blazing nets and sky-high slams in NBA 
Jam and NBA Hangtime seem absolutely 
absurd to you, NBA Live ‘97 is your game. 


This basketball simulation has the realistieé moves” 
you see on television, except that here, you're the ~ 


one calling the shots and making the play of the 
day. NBA Live ‘97 includes many of the same pro- 
gramming features used in NBA Live “96) The 
players continue to scroll diagonally down the 
court and they still make all the cool dunks, fade- 
aways and alley-oops from every corner of the 
key. NBA Live ‘97 keeps you updated with scor 
baskets or 
turnovers. All of the authentic NBA players are 
suited up and each of the 29 NBA teams is rated 


ing or statistical summaries after 


according to its scoring, rebounding, ball control 
and defensive abilities during the 1995-96 season. 
There are also two All-Star Teams and four option- 
al teams you can customize. Take it to the net in 


Versatility is the 
name of the game. 
NBA Live ‘97 fea- 
tures four modes 
of play, arcade and 
simulation rules, 
and three difficulty 
levels. You can even 
turn off the fouls. 


If you've ever 
aspired to play 
round ball with the 
big boys, pick out 
your jersey number 
and create your 
persona. NBA Live 
“97 lets you play on 
your favorite team. 


Players from all 29 
NBA teams are 
rated individually 
according to their 
scoring, rebound- 
ing, ball control and 
defensive perfor- 
mance during the 
1995-96 season. 


Ne ze 
I996 NBA Properties, Inc. 
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Exhibition or Play-off mode, or 
go the distance in an 82-, 56-, or 
28-game season. Get in the 
game by creating your own per- 
sona and sign with your favorite 
team. Plus, if you own a multi- 
player adapter, you and four of 
your friends can take control of 


an entire team and play against 
the computer, or crash the 
boards in a 2-on-3, 2-on-2 or 
even a 4-on-1 round ball ram- 
page. There's even a half court 
practice mode so you can per- 
fect your playing skills before 


you hit prime time. If you're still 
falling behind, save face and 
stuff your opponent in the new 
basketball trivia game. 

One to five gamers 
can play NBA Live 
‘97 simultaneously. | 
You can identify the” 
player you control 


by the colored circle 
around his feet. 


Up for a game of no-_ 


the fouls andipenal- 
ties on the versati 


own trash talk. 


rer errr rr rrr rrr tri rrr titer rrr rr rr rire rrr titi rere errr etree reer rrr Terre rer) 
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st year we hailed NHL ‘96 as the Stanley 

Cup of all hockey video games, but players 

who didn't buy the game won't have to 
fret-NHL ‘97 looks like NHL ‘96 with an updat- 
ed roster. It takes a discerning eye to find the 
sprinkling of differences between the games. The 
players skate a little more quickly down the ice. A 
new Coaching menu lets you modify the strategies 
for each of your hockey lines. But the sound 
effects, menu and game play remain the same. 
Granted, it would be tough for the developers to 
improve on an already great sports title, and NHL 
‘97 builds on the elements that made NHL ‘96 a 
hit. The game is licensed by the NHL and the 
NHLPA so you'll find the real player's names, stats 
and authentic team logos. You can use all the 
moves you see on television or at the rink, includ- 
ing fake shots, quick stops, drop passes and the 


bewildering spin-o-rama. You can still check your 
opponent off the e and two rows back into seats. 


PEPER e EeePC eee eee eee rere reer eee e errr rr errrreerer reer errr errr reer ree eee ree eee yy 


“ig 
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Been there, done that? 
Owners of NHL ‘96 won't 
see radical changes 
between their games 
and NHL ‘97. Aside from 
acoaching tips feature 
and an updated roster, 
the two games are much 
the same. 


NHL ‘97 is packed 
with of 
options. Get techni- 


a ton 
cal with the innova- 
tive Coaching menu 
and adjust your 
team's play accord- 
ing to your oppo- 
nent's strength. 
Choose between 
five degrees of 
aggressiveness for 
all seven of your team's lines, ranging from 


Aneasy-to-use instant 
replay feature allows play- 


All Out Defense to All Out Attack. If you're ers to review their shots 
tired of coaching and spoiling for a tussle, a ee 


toggle the Fighting option on and duke it 


atil your opponent drops to 
ees. Or join your favorite 
team's roster, and, if you're good 
enough to guide your team 
through a grueling, 82-game sea- 
son and win your division, you'll 
able to test your skills to the 
itin the Stanley Cup play-offs. If 
ou don't have the time to play an 
intense seven-game series, NHL 
‘97 even has an option to limit the 
ies to a one game, mega-match. 
‘ou like hockey, this sequel is 
oler than ice shavings. 


NHL ‘97 features 
authentic logos and 
players—key ingre- 
dients in any suc- 
cessful sports title. 
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If yog want a hockey game more realistic t 
Mid@ay'’s Wayne Gretzky's 3D Hockey, 
you re probably going to risk losing a/couple 
offteeth. This first sports title for the NGH is 
gn outstanding reproduction of the arcade 
Smash. Plus, if you own a Controller Pak, you 
can save your stats and take them with you. 
Plug them into a friend's game and slug it out 
in 3 wild, multi-player match! 
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Wayne Gretzky’s 3D Hockey is going to raise your expectations of future N64 sports titles to stratos- 
pheric levels. The option-packed game is fun to watch, easy to learn and a blast to play. Seven cam- 
eras surround the rink, panning smoothly to give you - y EN ‘ae 
the best angle on all the action. Check out the 
authentic NHL players and teams. Hear the play-by- : 


play from the digitized sports announcer. Watch 
the crowd jump to its feet as a player makes a 

shot. Shout as a realistic, texture mapped goalie 

makes adiving glove 
save. Now wipe that 
sweat away before it 
rns your eyes. 


(S| 


WAYNE GRETZKY’S 3D HOCKEY 
WHY HE’S THE 
GREAT ONE 


19 OGNIININ 


E ; ; og choices include Single Game 
mode, Season or Tournament play, Play-offs, and Practice 


PICK YOUR ~~ 


MIGHTY DUCKS 0 - FLAMES 4 There atesthree different season modes. Win 
CAN - KINGS 4 , enough of the.25 games in the Short Season and 
OILERS ’ . you'll end up in the Play-offs. The Long Season 
has 82 games. You must defeat every team to 
win the yah Cup in the Arcade Season. 


3S 6 — BLUFS 2 

BRUINS 1 — PENGUINS 7 
SENATORS O — SABRES O 
CANADIENS 1 — HHALERS 5 


covoTes = ines 
AVALANCHE > i 5 

canucks fg PLAY-OFFS 
BLACKHAHKS ~ ‘ ERS 

FLAMES Ti Peers You cannot tie in Play-offs mode. This is the 


HaPLe Tears Bees only mode in the game that makes teams 
1-f eee play consecutive rounds of sudden-death 
and Bs ime Overtime until someone scores. 


RECORDS Whether you’re in the middle of a tough season or an extended Tournament, sooner or later 
you're going to run into a team with the best passers and scorers you’ve ever encountered. 
Practice will help you learn to handle the best players. Perfect your passing and shooting 


PERFECT strategies before you take to the ice. 


YOUR 
PASSING | W2M 42OTAKE YOUR BEST SHOT 


You won't score 
big unless you 
figure out a rou- 
tine for fooling 
the goalie. 
Practice your 
breakaways 
until your scor- 
ing percentage 
mirrors your 
shots on goal. 


ice gaat to wi 


MES ©) 


MULTI-PLAYER 


MAYHEM 


# 
fn the pre-N64 days of video hockey games, the software designgrs determined the 


one perspective you would use to play the game. Wayne Gretzky's 3D hockey has 
seven different camera angles so you can select a perspective'that suits your play- 
ing style and strategies. 


LOW SIDE CAMERA 


4 
~_ US. COM 


Both on and 

off the ice, 

Player 1is 

identified by 
a blue menu cursor or blue player identifica- 
tion circle. All other colors represent com- 
puter controlled players. 


Ina head-to- 

head, two- 

player con- 

frontation, 
Player 1is identified by the blue cursor and 
blue color identification circle. Player 2 is 
assigned the color red. 


player game, 
Player 1is 
: blue and his 
teammate, Player 2, is yellow. Players 3 and 
4 are red and green respectively. All other 


The Low Side Camera drops you off in the 
middle of the action at center ice. If you 
want to know what it's like from the play- 
ers’ perspective, adjust your audio controls 
until the crowd noise is maxed and cut the 
commentator's voice. The only drawback 
with this camera angleis:that you won't’see 
your teammates when making along pass. 


The High Side Camera gives you a wide 
enough view of the ice that you shouldn't 
have a problem seeing all but the longest 
passes. This perspective is similar to the 
one from the owners’ box seats in a NHL 
venue. The neutral angle is ideal for boister- 
ous multi-player matches when disputing 
gamers can't agree on a camera position. 


Four high and low cameras on both sides of 
the rink cover the action from end to end. 
The Goal Side Cameras have perspectives 
similar to other popular hockey games like 
NHL ‘96, but these versatile cameras 
swing down directly on the action sur- 
rounding the net. The High Goal Side 


colors are computer controlled. Cameras are ideal for one-player games. 


Activate the Fight option and slug it 
out on the ice. Depending on how 
you set up your game, the fisticuffs 
Victor will end up doing time in the 
penalty box or facing off near the 
loser’s goal. Fighting mode features 
four types of punishing punches. 
The fight ends when a player’s stamina bar is depleted. Fights often 
Start after the players have checked, tripped, hooked or bumped into 
each other one too many times during the game. Play it clean and your 


players won’t get mean. 
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Wayne Gretzky's 3D  Hogey ‘features 17 LZ top NHLPA players from each of the 
26 National Hockey League teams. Eac chil hockey player is rated according to 
his Speed, Shooting, $frength and Defensive abilities. The players with the 
longest bars are the easiest to use in Season or Tournament modes. 
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PLAY ON THE SAME TEAM 
OR GO HEAD-TO.- BeaD 


Seats 
vue TEeH 


ATLANTIC 


Philadelphia 
Rai ane ers 


Sor 

Washins ton 
mpa Bay 

New jersey 

VY Islanders 


WOULD YOU 
LIKE REGULAR 
OR SUPER 
SIZE? 


PACIFIC. 


THREE-ON-THREE 


Up to four players can play on the 
same team or elect to team up against each other in 
head-to-head matches. Each player is assigned a 
color cursor, making the action easy to follow. 


I __@ REGULATION 


1 


Three-on-Three mode is ideal for 


the Arcade rinks. This mode is great for fast paced, multi- The Regulation Rink is ideal for Five-on- 
player games—just remember to deactivate the optional Five play in Simulation mode. Because 
Offsides rule before you face off. 


players have to skate farther, remember to 
rotate your lines to avoid fatigue. 


FIVE-ON-FIVE 


ARCADE 


The arcade-sized rink is smaller than the 
Regulation rink, so the puck spends less 
time between the blue lines and more time 
in the back of the net. 


». Five-on-Five mode is best suited for Silane 
emvith five players per team, theresaiot'o Ice aa 
over, and'thesfinalscores wwillibetOWer than games 


= playedin an Aieace rink. 


coLoRADO 


om — 


fl'S A BLAST! 


Before you blast the puck down the opposing goalie’s throat, study the statistics of the players on 


your team. Find out who’s fastest on the breakaways and who should make the shots in the final 
seconds of the period. The more you know, the more you'll win. 


EVERYWHERE AT 


tam 


7a 


J y) vancouver 


Py ANAHEIM 


some 


tT jm 


It's tough to cover all the ice in a Three-on-Three 
ame, especially against teams like New York and 
hiladelphia, but it's imperative to keep a manin 
your Defensive zone at all times. While having three 
shooters in front of anet increases your scoring opportunities, your 
goalie is exposed if the other team gets a breakaway play. 


Good passing is vital to moving the puck down the ice and getting a jump on your opponents 


defenders. It’s a good idea to limit the range of your passes to what you can see on the screen. 
Most passes made off the screen tend to end up on the end of a defender’s stick. 


PASS THE PUCK 


a 7 ia 


LOS ANGELES 


more critical tokeep,your receiver out@F aan atte If 
you can advance two players down the ice and pas: etween them, you 
might fool the goalie and launch an easy shot between the posts. 
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Division 

CENTRAL 
DETROIT | 
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shot. It might move tHe goalie out of position. 


A TEXTBOOK PLAY! 


> Gb 
| eS 5 
PHOENIX raw) 


Q 


— es 


at) 
ST.LOUIS ayy 


| 
| 


Sey 
F | One-timers are the easiest goals to 
score in the game. A one-timer is a 
quick pass to a teammate who flips 
the puck into the net. Only the best 
goalies can react quickly enough to jam . 
a glove in the way of a one-timer. If you aN 
master this textbook technique, you'll Fela 


have no problems squashing goalies a 
and your human opponents. CHICAGO SS | / | 
FESS Oa 


A THREE- 
ALARM FIRE 
Face Staaf 


STUFFED! 
Va 


DALLAS 


Burnup your opponent's net 
by pressing the bottomC 
Button as you make your 


) if you perfect your timing, the Humiliator move pearing puck We eas 


is @quaranteed goal. Skate between the two rear - 
face-Ofificircles directly in front of the net and ele: ae pie see 
execute apawer shot by pressing the A Available Aelia You 
Button and th@lbgttom C Button at the same can't get burnedif you're 

| time. This shot is tollg than it sounds. playing Simulation mode. 
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KnaWing how to use the four C Buttons on your N64 Controller is your key to victory. The left C 
Bufton checks, the top C Button hooks, the right C Button trips, and the bottom C Button activates 
tubo power. Read up on defensive strategies outlined here. 


BREAK UP 


gp ny RANGERS 
| THE PLAY 


use one-timers to run up the score. The best way 
to break up this play is to get between two play- 
ers and attempt to pick off the pass before the 
puck is tipped into the net. As soon as the opposi- 
tion has the puck, slide one of your players 
between the center and the winger. 


Blocking and attempting to stop the puck increases your chance of forcing a turnover. If you 


see your opponent pulling his stick back to shoot, tap the A Button to kneel down in front 


of the puck and block the shot. 
ROBIN HOOD AND 
HIS MERRY MEN 


Get close enough to your opponent t 
the puck by pressing the B Button. If this 
doesnt Work and you have the penalties 
turned Off, try tripping him up by pressing the right C Button or hooking him 
by pressing the top C Button. Just don't play too dirty or you'll end up with 
anugly fist fight on the ice. 


NINTENDO POWER 


It’s fun to turn off the p@falties and play dirty, bU 
the computer opponeggis the master of disaster in 
no-holds-barred playglf you decide to be offen- 
sively defensive, ch@ck out the following moves 
of mayhem. 


HE GOE 5 
' DOWN! PITTSBURGH 


——- 


You can hook a player and break up a play 
by pressing the top C Button as you 
approach him from behind. This move is 
great for slowing down the opposition, but 
it will earn you a trip to the penalty box if 
the referee sees you doit. 


Press the right C Button to send your opponent or 
your teammate sprawling across the ice. It’s easi- 
er to trip a player if you approach him from the 

Side or behind. Make sure the penalties are turned 


Off or you'll be the real fall guy. BUFFALO 


THE WALL oll 
an 


= ‘ 4 alte! en 
So =z | OTTAWA 

| When you're falling behind and the opposition is Wert a 

finding the back of your net, there’s nothing If a goalie blocks six consecutive shots in Arcade 


quite aSigratifying as upending one of their mode, the seventh shot trafistorms him into a 
stars at céfiter ice. To execute a Power Check, impenetrable brick wallAll shots aimed at a brick 


press the lef @iButton and the bottom C wall—including flaming pucks—are automatically 
Button as you hit YOURigdim. deflect, Oalie reverts back to his human 
& Wy aoe ihe blocks another six shots in a row. 
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Hungry for something new 
in Sports games? Midway 
is serving up a steaming 
platter of the juiciest jams 
and the spiciest gameplay 
| in NBA HangTime for the 
| Super NES. This is a spot- 
on translation of the 
arcade sensation, we 
crashed the boards to 
bring you killer strategies 
and exclusive codes! 


ik 
CHECK 

NBA Hang Time is unlike any previous basketball title, coming 

close to the level of a basketball sim while still retaining all of the 

ball-slamming excitement of the “fantasy” hoopfests we’ve come 

to know and love. The secret is a game engine that is geared 

towards realistic, true-to-stats player performance. You'll still be 

racking up style points for mile-high monster jams, but let’s just Not only do you have the choice of 29 pro teams and 
say that, for example, a certain player with multi-colored hair 145 real NBA players, you also have the ability to 


won't be con- ate your own character! You have complete cor 
a ' om stantly draining over your attributes, includin 


ch AIDKAY. & 


three-pointers power-ups, and winning games will earn you extra 
from the corner! power points for increasi 


g 
IP 


HEIGHT sss 
HECHT 
“SPEED (25 
POHER =: 
esnoor 
@UNES 
STRAUS 
dl BLOCh Ba 


| SAVES EXT 


LP ‘egisomacaes i 


NINTENDO POWER 


WORK 


The “artificial idiocy” you’ve come to expect in many sports games is 
nowhere to be found in NBA Hang Time. Your 
computer-controlled teammates show some 
real initiative and act much like you'd expect 
the real players to act, allowing for terrific 
teamwork even in a 


SIN 4IdNS 


5 PRESS START TO SELECT 


one-player challenge. If 
your partner is known 
for fighting it out under ns 
the basket and going = ge 
for the rebound, then 2 y 

that’s the way you rs 
should use him. SS 


When you hear the announcer yell, 
“Raises up!", immediately pass the 
ball to your teammate. If the timing is 
right, he'll slam it home for a sweet 
and stylish two points. If he’s already 
onhiswaydown, 
he'llmake anoth- 
er attempt from 

the floor. 


: 


The only thing your computer- 
ized partner won't do on his own 


is pass. Beyond that, he'll work the play according to the 
situation and not just drive to the hoop. 


Of course, if you prefer fantasy basketball, the folks 
at Midway have your number, too! All codes are 
entered on the Vs. screen, and the three-digit codes % 
are entered by pressing Y, B, and A multiple times. 


For example, if you want legal goal tending press Y nine times, B three times and A 
seven times on the Vs. screen. We'll have more codes (as well as complete coverage of 
the upcoming N64 version of this game!) in upcoming issues! 


a HY 
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| ? STRATEGI sve" 


With the ramped-up Al working for both teams, it’s going to take more than blocking 


BEST 
MATCH-UP 


and shooting to win one-player games against the computer. You'll have to run many 
different kinds of plays and be able to switch tactics in mid-stride in response to 
defense. You'll also have to recover quickly or take advantage of a situation when 
someone makes a mistake (and there will be foul-ups, believe us!). These strategies will 
also work well, of course, with a live partner and opponents, but you'll probably have 
to be even craftier on the court in that situation! 


This play is good to use if your partner likes 
to head downtown immediately. If you've 
been hogging the ball on the last few plays, 
the drones will start hitting you with double 


coverage. Jog around the back court for a 

4 few seconds while your buddy gets set up, 
chide State hijuretora then make a fast pass. Your teammate will 
Sprewell & Smit; be ready and waiting for the wide-open 


This also works if 
you're near the hoop 
but can't get a shot. 
Hang on to the ball 
and lure both defend- 
ers outside, then 
pass and let your 
partner make the 
score. 


Fakt & Hhbvay 
LA Lakers 


Campbell & Ceballos Pick and Roll 
This move is new to video basketball games. If time 
Miami Heat is running down and you can’t get inside, roll out to 
Hardaway & Mourning the right or left and make a quick jumper. This is espe- ¥ 
cially good if you and your teammate are on the out-\ 
side, up against a tight one-on-one defense. Dump the 
ball on your partner and push your way inside, making 
sure to keep the defender behind you. If you’re not double- 
teamed, you should have just enough time to take the ball and = 


Milwaukee Bucks 
Baker & Robinson 


Minnesota 
Timberwolves 
Garnett & Gugliotta 


unload before your 
opponent can get in 
your face. 


New Jersey Nets 
Gilliam & O’Bannon 


New York Knicks 
Ewing & Johnson 


Orlando Mag i¢ If you're facing up or down, push Left or Right as 

Ha rdaway & Grant you shoot to lean out on the jump. Combined with 
the roll, this will give you pretty good odds on mak- 
ing the shot. 
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The normally turbulent Sunset Bay is 
even rougher in Expert Level. Learning 
how to ride the 
rippling orange 
froth while keep- 
ing your speed 
high is important 
in this course. 


Jump Around 


You couldn't have made it this 
far without mastering the skill 
of jumping. When you go off 
the ramp, land with your bow 
slightly elevated so you don't 
lose speed when you hit the 
water. Aim slightly to the left 
of the yellow buoy. 


Fog is a major factor in Drake Lake on 
any of the difficulty levels... For the first 
couple of laps, you'll be forced to race 
through parts of the course almos 

blind. Memorize the course to insure — 
SUCCESS. 


Pylon Panic 


Take the cut wide around the first red 


buoy on the 
_ pylon side of 
me the island. 
mm You'll get a 
— better view 
a of a straight 
— shot through 
the pylons. 
a On Expert difficulty, the canal through Marine 
Fortress will open, providing a valuable short-cut. 
You'll also want to go around the breaker at the 
start of the race 
because it's too 
risky to try to go 


over it. 


Spray-Filled 


The waves here will really mess up e water at Port Blue, the 
your slalom run if you don't antici- e Expert Level stirs up trou- 
pate them. A wave that you can ride eo °@ ble. The straight tunnel 
through the slalom will break just ad after the first turn has now 
after the first red buoy. If you miss . been replaced with a nar- 
it, be prepared for rough eeeeeeee8 ® _ row, twisting canal. 
sailing ahead. | & 
o* ; Twisted 
: Tunnel 
@ Inside the tunnel, stay on 
* the outside for the wide 
. first turn, but pull in tight 
-  . ° Sf « for the sharper second turn. 


Just when you thought it 
@ was safe to go into the 


Slalom 


° The straight tunnel — ts 
closed so you have no 
choice but to use the more 
difficult twisted tunnel. 


eae 
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Touch and Go 


The buoys in the slalom are closely 

packed. Depending on how your water- 

craft is set-up, you can take them tight, 

or you can use a loose grip setting so 
your momentum will help take you 
around each of the buoys as you 
weave through. 


You'll notice several differences in the 
Expert level Twilight City. As usual, there 
: are more waves, and they're in different 
places. You'llhave to handle some of the 


“Watercraft 


breaker! 
: Breakers crash in from the ocean at this 
3 ae | Wing point in the course. Go wide around 
% : 
=. the first red buoy and ride the wave 
Unforgiving | ge oe een ere 
Flot ~ e . } through the slalom. If you take the Tirst 
eC OCcSaiti : ihe é es ‘ + posal turn too. tight, the 
ate It's risky to try to maneuver ‘ : - a ieee waves will push 
y through the floating crates. Dive cae ou into the 
& ® y 


through the wave in front of them 
(don't jump it) and line up 
between the first two crates for a 
safe trip through. 


Crate Canal 


On your second lap, the 
canal will open at the last 
second. Be ready for two 
floating crates where you 
come out of the turns. 


wall! 


Try to hit the second ramp 
of the three, but don't catch too much air (press Up on 
the Control Stick as you go over). Going too long over 
this jump will eat up a lot of time, as you'll have to 
take a wider turn around the ship to recover. 
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Fly over the second ramp and hit 
the water at an angle (pointing 
slightly towards the ship) to 
anticipate the turn ahead. 


Over and 
Under: 
In the previous difficul 
ty levels you could use 


the ramp to fly over the wall blo 
passage under the skyscraper, but | 


Ridiculous Ramps 


The second and third ramps in the 
course are not helpful--they will only 
slow you down--so you should avoid 
using them. If you bypass them, be on 
the lookout for mines in the water. 
You'll need to use the fourth ramp to 
jump the pier. 


"Saba 


you'll wipe out! 


Bobbing ice floes and glacial ice sheets make 

for slick and dangerous obstacles on the — 
Glacier Coast. Interestingly enough, VOU 4 
have some control of your watercraft on the 7 
ice, but use a light touch on the controls or 


Slippery ae 
Slalom : 


A well-aimed jump off the “s 
ramp will put you ina perfect *, 
position to hit just the edges of ® 
the icebergs in the slalom — 
course. Hitting too much of . 
the ice will make it more diffi- 

cult to control your weave 
through 
the buoys. 


; . 
¥ 


between difficulty levels in Southern 

Island, but the tidal differences will 

change how you handle the 
obstacles in Expert Level. 


‘Under the 


Boardwalk 


On the first lap, you'll have to 
use the ramp to take off and 
dive under the pier. On later 
laps, with the lower water 
level, you can just ride under 
the pier, so avoid the ramp. 


Sern a 


On the Rocks 


Rather than try to maneuver through the 
_ small icebergs, it's better to just go around 
them on the left side. 


seeusseeete** i 


The course layout doesn't change much | 


ol 
ae | Glacial Glide 

* After you exit the narrow corrido 
lv f go wide and then aim at cuttin 
| the corner tight. When you're on 
ib the ice, you want to use a light 
touch on the steering or you'll 
wipe out. Aim at the red buoy on 
the other side of the ice sheet. 
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- Poasted: Nao. 
Watercraft 
As you're heading for the sub- 
merged signs, three waves will 
come out of nowhere. Press Up on 
the Control Stick to go through the 
waves and maintain your heading. 


Das Boot 
On the first and second laps 
you'll be able to use the ramp to- 
jump over the shipwreck. On the. 
third lap go around, because the 
low tide makes it impossible to— 
use the ramp. 
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If the Pick and Roll doesn’t come off, you 


may be able to squeeze out a Post Up, if 
you're lucky. If you push inside and pick up 
both defenders, pass the ball back out to 
your buddy for a three-point attempt. If he’s 
not up to that, he can charge in for a lay-up or a jam. In sit- 
uations like this, with a tough defense, a lay-up is your best 
bet. It can’t be blocked without risking a goal-tending call. 
Jams are too likely to be blocked in these situations, and a 
missed three-pointer is ripe for a rebound by a defender. 


Pass Ofte 


Gone are the days when:you’d be able to:spend an entire 
game just charging to the basket for jam after jam. The 
drones here are smarter and more skilled than you might 
expect. They’re more than capable of picking off a pass, 
stealing the ball or picking up a rebound, and they'll do it 
with frustrating regularity. The key is to pass and pass often. 
Start one play and then break it off and pass. The drones will 
“learn” your 


plays if you 
repeat them 
too often, so 
eep switch- 
ing strategies 
and break up 
he rhythm of 
the game. 


Don't hog the ball and 
always look to see who 
has the better opening. 
Your teammate has a 
mind of his own and may 
not follow your lead. You 
may want to do one 
thing, but your partner 
may have a better plan. 


Try to read what th 
point shot, especia 


x | 


felgarers are going to do before you make a three- 
yin this situation, ls somebody going to get in your 


face or wait for the rebound? Do you really need the three points, and 
what play will give you the better chance to score? 


Okay, so maybe you do like to go in for the jam! In that case, 
speed is your best bet. Roughing up the defenders will eventu- 


a 
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a 
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shots, let go at the top 


ly slow them down, giving you a better chance of blowing 
ast them. Whether it’s 
jam or a jumper, 
ressing Turbo and the 
hoot buttons simulta- 
ously will give you 
etter odds. On jump 


your leap. 


Tap the Shoot button for 
a fake-out. You'll start 
to shoot, then pause. 
Press the Shoot button 
again to go for the bas- 
ket. This trick makes 
you stop dribbling, and 
you'll have to take the 
shot before you can 
move again. Watch for 
the steal! 


“A 
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Defense is a lot trickier with NBA Hang Time than with some basketball games, but 


once you get into the groove, it’s also much more exciting. You'll really need to check 
out what your drone or your live partner is doing, or the opposition will just blow past 
you. Are you going for a one-on-one or a zone strategy? Are you going to try to block 
the three-point attempt or get under the net in the hope of picking up the rebound? 
You're going to have to coordinate your players and get your timing down pat, or you'll 
soon be screaming, “Where’s the D2!” 


rbo Defense 


Using Turbo on offense can be risky; the faster you go, the sloppier you are and the bet- 
ter the chance that someone will steal the ball. When playing defense, though, Turbo 
is a must. Use it to get in front of your oppo- 
nents before they get down court and when 
Blocking to better your chances of denying 
a shot. 


Turbo power is slow to recharge, so save it for 
the times you really need it. Power down the 
court and get in position for whatever defense 
you want to set up. 


Edwards & Reeves 
Push Comes to Shove 
Luckily for us, there aren’t any foul calls in this 
game, so push all you want. Face towards your 
opponent and press the Steal and Turbo buttons at 
the same time to push. If you catch an opponent 
at just the right moment, even if he’s in the air, 
you can knock him down before he takes a shot 
or makes a jam. You may also knock the ball out 
of his hands or grab onto 
it yourself, if your stats are 
good enough. Knocking 
someone down repeated- 
ly, especially if he doesn’t 
have much Power, will 
eventually weaken him. 
He'll soon start to slow 
down, and it will be easi- 
er to steal the ball from 


Was i Bullets 


Héward & Webber 


Atlanta Hawks 
Blaylock & Mutumbo 
Boston Celtics 


Fox & Radja 


Charlotte Hornet: 
Divac & Rice 


Substitutions are allowed only at halftime, him and otherwise disrupt 


so push your opponents as muchas possible his plays. 
in the first and third quarter. If you weaken 

your opponents significantly, you can run 

right over them next quarter. 


NINTENDO POWER 


Stealing isn’t just about trying to take a swipe at 
the ball. Keep your eye on your opponent and 
watch for a pass. If you catch him just as the ball 
is leaving his hand, you'll have a good chance 


at grabbing it. You can also set yourself up on 
the receiving end or right along the line of the 
pass and pluck it right out of the air. If someone's 
trying to put the hit on you, press Turbo while 
standing still to shake him off. 


nied! 


Monster jams may be pretty, but they leave a 
player wide open for an in-your-face denial. Get 
just in front of the hoop and take a Turbo- 
charged leap to snag the ball before your oppo- 
nent slams it home. Timing is critical, and you'll 
have to watch for the fake-out. Sometimes one 
player will look like he’s going for the jam, but 
then his buddy will leap up just a second or two 
later. The ball gets passed to the second player 
in mid-air, and suddenly, you're on the way 


down and the ball is on its way in for two. 


Goal Tending 


There’s actually a time when you'll want to goal tend, and that’s 
when you're “heating up.” If you need just one more basket 7 
to be “on fire,” then go for the goal tending callYour 


opponents will get the points, but it won’t cou 


You'll have to judge when goal tending will be 
useful. If the shot looks iffy, back off and go for 
the rebound rather than try to block it on the 
way in. The refs may call goal tending even if the shot 
was alittle off. 


NBA HANG TIME 7) 


BHICAGH 


BUSTS 


Watch your opponents’ offensive tac- 

tics to predict when they'll try to pass. 

If you're close enough, you can even 

grab the ball on the fly, with maybe just a lit- 
tle bit of Turbo boost as insurance. 


Lots of games are won and lost on 
this play. You can try to block lay- 
ups and jump shots, but you'll run 
the risk of getting hit with a goal 
tending call. If it looks like noth- 
in’ but net, you may want to 
back off. 
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Wild waves, crazy computer opponents and tight 


buoy p' 


acement on Expert Level transform the usual 


joy ride on Sunny Beach into a nightmare. The 
waves can be your friend, however, if you know how 


to use t 


In the s 
can rea 


em to your advantage. 


Surf's Up 


alom section of the course, the rough waves 
ly throw off your timing. As you go over the 


waves, press Up on the Control Stick to keep the bow 


of your 


watercraft down. Stay in contact with the 


water as much as possible to keep your speed up. 


Anticipate 
the Turns 


Starting in the Hard level 
courses, you'll notice mines in 
the water. Lay off the throttle 
as soon as you hit something 
(or right before you hit it if you 
see it coming), so you'll be less 
likely to lose your grip on your 
watercraft if you wipe out. 


Hit the wave after the mines with your Jet 
Ski pointing slightly towards the island. This 
will put you in position to clear the yellow 
buoy and take the hairpin turn ahead. 
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: Donkey Kong Country 3 


emuling 
i 
‘month's Don 
ve you exclusive tips for the half of th 
me. Since that time, 


software. The levels Squeals | 
located in Lake Orangatanga, 
Mill, found in Murky Forest, have t 
places. This switch is a lucky break, since 
many game players like to collect extra lives 
Aurky Mill. Now you can do 
this near the beginning of the 
game. Nintendo Power will 
continue to keep 
you posted on any 
additional changes 
prior to the 


St0 yy! > 3 f : release a the 


Last month's review of 3. intro- 
duced you to the ae and pro- 
vided strate and maps for the first 
two worlds. This month you ge 

rest of the story—plus tips for finding 


baddies inside the Kaos Kore. But 
that's not all-rumors persist of a leg- 
endary place called The L rid of 
Krematoa, and Nintendo Power is the 


UUowthere. Kongs 


only magazine with the inside scoop! Ban t VOGUCC 


SIN didNs 


MekKon0 | 
Mekonos | 
AfterDixie and Kiddy broke out of the gooey webs in 
Arich's Ambush, they found a patch to seal the hole in - 
Funky. Kong's Hovercraft. Now you can use the Hovercraft ~ 
to glide across the rocks and sail to-the Kremling factories. 7 


-on the Island of Mekanos. After you clean up this toxic 
“waste dump, you'll finally find Kaos the Robot. 


y, 


Let dead 


ee TE a SE Toss Dixie into 
eap Left the Bonus Barrel 


3 From the Star Barrel, walk right 
and drop off the edge ontoa steel 
platform. Follow the first pas- 
sageway you find leading left. 
You'll have to make a couple of 


Just before you reach the letter "N," look 
for a banana twirling beneath a platform 
near the ceiling. If Kiddy jumps as he 
tosses Dixie up in the air, you'll discover a 


dangerous leaps to find the Bonus peel poe Ride 
Barrel, but if you follow the string je elevator up ani 


' ara ; | carefully make your 
of bananas, you won't get burned. 4 Way tothe Bonus 


Barrel on the right. 


Demolition 
Drdin-Pipe 


z 


Hit the Bonus 
Trails! 


If you avoid the buzzing Zingers and 
look for lone bananas, you'll find the 
two invisible Bonus Barrels inside 
Demolition Drain Pipe. The Bonus 
Games here are tough toboggan 
runs. You'll have to practice plenty 
before you can win both Bonus Coins. 


NINTENDO POWER 


Ripsaw's 
Secret 


If you pounce on the banana 
beneath the letter "G," you'll land 
in an invisible Auto-Fire Barrel 
and you'll be blasted beyond the 
reach of the ripsaw’s sinister 
serrated edge. Grab as many 
bananas as you can, 

then snag the DK Coin 

by throwing the Steel 

Barrel at the back of 

the Koin Kremling. 


you can scramble his circuits until he self-destructs. 
Stay away from the robot's jet exhaust and wait for 
the-rotating blades to slide out of his side panels. If“ 
you spring off the sides of the blades, you can leap 
up and stomp on the robot's head. 


Bouncin 
Barrel Bonus 


Reaching the Bonus Barrel here is one of 
the toughest tasks in the game. Bounce 
across the barrels 

shot to the left by the 

Bazuka Kremling, then 

use Dixie's Helicopter 

Spin to float the 

remainder of the dis- 

tance and reach the 

other side. 


The Lowdown on 
the Low-G Hoard 


) Don't be too eager to find the 
flag in Low-G Labyrinth. To the 
left of the flagpole is a treach- 
erous pipe lined with Zingers. 
This might sound ugly, but if you 
reach the end of the pipe, you'll 
find bananas, four Bear Coins, 
and an Invincibility Barrel! 


Kaos the Robot is pro- 
grammed to destroy you, but 


Dixie and 
Squawks 
can do it! 


You could throw Dixie up 

to this Bonus Barrel and 

risk getting stung, or 
you could do it the 
easy way and let 
Squawks fly up 
through the hole in 
the ceiling. If you have 
only one Kong, float 
along to the right and 
let Squawks out of 
his barrel. 
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 Lott0n-Top Cove 


Cotton Top Cove would be an ideal vacation destina- 
_ tion-if there weren't so many. Kremling kreeps running = 
around. Thoroughly explore all of the areas around the 
waterfalls. You'll know you've found everything when 
you see the yellow flag on all the flagpoles:and there is 
~an exclamation (!) point after the name of each level. 


= Bizai’s Blosksae 


pEngiarde! s Hi 
Bonus Barrel 
After you reach the Star Barrel, 


Vis 
Hea 


follow the tunnel through the reef 


until you arrive at a T-shaped inter- » ~ Fai 
section. It might seemeasiertogo | ~ a ¥ 

with the flow, but if you swim left, 3 
you'll find a Bonus Barrel. ete.) 


€ Recke Barrel Ride | " 


Drop in on the 
Auto-Fire Barrel 


After you find the Star Barrel, continue to 

the right until you see two Kreeping Klasps. 

If you're brave enough to jump from the low 
rope, you'll drop 
into an Auto-Fire 
Barrel that 
shoots you 
straight up into 
the Bonus Barrel. 


a. 


Beetle Bounce 
Bonus 

Take along leap off the left ledge 
next to the Star Barrel and bounce 
off one of three flying beetles. 
Continue bouncing to the left until 
you land in a Bonus Barrel. To win 
the Bonus Game, you must collect 
twenty stars in twenty seconds. 


Trocker 
Borrel Trek 


Attack of the 
Torrential Trunk 


Ellie can squirt the Green Zingers out 

of the way if you fill her trunk with 

water. To drink water, stand near a waterfall and 
either press the L Button or hold Down on the 
Control Pad while pressing the A Button. Ellie's 
water attack can eliminate a lot of tough enemies 
throughout the game. 


Eat the 

Spiny Thing! 

Generally you don't want Nibbla to 
munch on the spiny Lurchins, but make 
him eat the one next to the exit. If you 
swim up into this particular Lurchin's 
lair, you'll find a Bonus Barrel. Now 
Nibbla can chow down in the Bonus 
Game feeding frenzy! 


Donke Kon Countr 3 


SIN Y3dNs 


Welcome to the steeps and deeps of icy K3, the highest ‘ = 


pointed peak in Donkey Kong Country, Few warm-blooded ~ A Tough 

créatures actually brave these winter environs. Be sure to ~ Koin aper 
warm your hairy toes at Blizzard~Bear's Basecamp. An. 7 Face right and let Kiddy 

avalanche wiped out thetrail to his cabin, but you might roe we a pareel up 
— : + > into the overhead crevice. 

find-another route somewhere near Lemguin Lunge. The trick hares to run lett 


fast enough—you can try 
rolling to go faster—so that 
the Koin Kremling turns 

around at the last second. 


Set Your 
Sights Low 


It'seasy to find the first Bonus 
Barrelif you know where to go. Aim: 
the barrel below the toboggan and 
launch the Kongs off the cliff. The 
Bonus Barrel will catch them before 
they fall off the screen. 


Now You're the 
Krack-Shot! 


Find out what it's like to be a 
Krack-Shot Kroc! This is one of the 
coolest Bonus Games in oh 
Build web platforms left and up 
after you find the letter "N." The 
tricky part is timing your jumps to 
get past the circling Red Zinger. 


Double Barrel 
Bonus 

Before you reach the Star Barrel, 
look for a pair of tumbling barrels 
in the middle of a waterfall. After 
you jump up into the two barrels, 
try a final leap back to the right. 
If you jump high enough, you'll 
find the Bonus Barrel. 


Catch the Right 
Rhythm to Finish 


There's arhythm to hitting 
the final Lemguins wave 
when you roll toward the 
flag pole. Hold Right on the 
Control Pad as you hit each 
Lemguin and you'll finish the 
level unscathed. 
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 Rezoy Ridge 


The airy heights of Razor Ridge are enough to quicken the 
pulse of the most seasoned climbers. These peaks are 
home to Benny and Bjérn, the undisputed masters of 
chairlift technology. Unfortunately, Bjérn can't repair the 
Upper Ridge chair. If you could find his wrench, he might anes 
let you explore the legendary Clifftop Cache Cave. Zinc 


| Delve the 
Darkest Depths 


Just to the right of the letter "G" 
are two Lurchins skittering up and 
down a narrow coral corridor. Burst 
© their bubbles with Enguarde's 
pointed bill and swim down to the 
Bonus Barrel resting on the bottom. 


Squitter is the only animal friend 
that can reach Pot Hole Panic's high 
Bonus Barrel. Build a stairway of 
web platforms to the left of the No 
Squitter sign. If you avoid the bomb- 
‘ ; ff tossing Kuchuka, you'll have no prob- 
Barbos is the mother of all spiny Lurchins in the dark lem picking up another Bonus Coin. 


waters of Donkey Kong Country. Use Enguarde's bill to 
bounce the Lurchins~ 
back into Barbos's re ‘ 
» spiny defenses, then ; 
’ poke her in the eye Bombs Away! 


g iz aN utd . . + Pick up the TNT Barrel below the 
=e aye until she: sinks into:the letter "K" and make a giant leap of 


% next chamber. Keep faith to the right. You must hold 
4 repeating this strate : Right on the Control Pad as you fall. 
- men ioe d BY. & At the bottom you'll land ona plat- 
until Barbos surrenders. form and the TNT Barrel will blast a 
path to the Bonus Game. 
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- s0s hore 


Somewhere in the Kaos Kore lurks the most menacing 
mechanical monster in the history of Kong Country. The 
five levels leading to Kastle Kaos are some of the toughest 
3 stretches of terrain in the entire game. While there's not 
" enough space to delve into each level's devious details, 
=] check out the brief strategic summaries listed below. 


The Lost Korver Rope = x 
World oF = = Flash @ @ Creepy Caverns 
hremst0s! a oS 


; . rope tow—but als, house filled with 
We don't want to spoil all don't get burned by ‘ Rae barrels of bananas, 
the surprises about the Lost hanging around too é Pod Rey but now the dusty 


long. Konveyor w 3 id depository is haunt- 
World of Krematoa, but Rope Klashis SRS ed. Beware of the 


Blunder Bear and Baffle krammed with = aa. < Ghost Barrels—hop- 


. . kruel Kremlings y) =» > ping into one could 
Bear’ will blab all the'clues andswarms of Emam = blast you into a 
on how to find this secret ghastly Green 5 bunch of bananas— 


place. The Lost World of Zingers. z GE or a ton of trouble. 
Krematoa is rumored to 
have the roughest and 


toughest levels in the game. 


2 —@ = =©Anarmy of Koindoz- 
won't strike in the 4X ers has orders to 
same place twice? 5 stop the Kongs. If a 
Something inside ; Sin Se Koindozer sees you, 
Kaos Kastleis creat- [ia he'll charge and push 
ing an electrical dis- you off acliff with 
turbance in the sur- } his shield. Jump up 
rounding forest. It's 4 on top of the Koin- 

up to you to stay ‘ dozer's shield before f 
onestepaheadof [&  acgec he has a chance to 
the blistering bolts. push you around. 


'ereh sdrawkcab s’gnihtyrevE The toxic liquid inside the 
Poisonous Pipeline reverses your Control Pad, making 
everything right go left and what's left go totally wrong. 
Take your time and you won't get too confused. 


re. The totals for Banana E Birds, Bonus, Bear 
| and DK Coins are listed on the right. If you 


HOW DO! GET RID OF A 


CURSED ITEM? 


any players accidentally equip 

cursed items when they let the 

computer choose the strongest 
equipment for their characters. If you're 
unfortunate enough to equip a cursed 
item, you'll have to visit a Church to have 
the item removed. Talk to the attending 
priest and select the LIFT command on 
the menu. If you equip a cursed item 
inside the Ancient Cave, the Curselifter 
Potion will cure your cursed woes. 


Players can accidentally equip cursed items 
when they let the computer choose the 
strongest equipment for their characters. 


You must visit a church to have a curseditem 
LIFTed or find and use the Curselifter Potion 
inside the Ancient Cave north of Gruberik. 


ou'll earn the VIP Card in the 
Auralio Kingdom after 
retrieve the Ruby Icon for Prince 
Alex and the Gem for Hans. You'll find 
the Ruby Icon in the Dankirk North Cave 


you 


, I have broug 
the gem from the tow 
To show my love 

for you 


Look for the Ruby Icon in the Dankirk North 
Cave and the Gem in Ferim’s Northeast Tower. 
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and the Gem at the top of the Northeast 
Tower near Ferim Kingdom. Once you've 
found these two items, return to Prince 
Alex's palace in the Auralio Kingdom. 
Walk through the palace and talk to 


After you've found the Ruby Icon and the Gem, 
talk to Prince Alex three times in Auralio. 


Prince Alex three times. The third time 
you talk to Alex, he’ll give you his VIP 
Card. The VIP Card gets you into the high 
stakes poker game inside the locked 
room at the Forfeit Island Casino. 


young man, 
it? You know 
don’t 


To play high stakes poker, show the VIP card to 
the attendants in the Forfeit Island Casino. 


ou must reach the finish line on 
Ys: Princess’s Secret Slide in under 

twenty-one seconds to get the sec- 
ond secret star. This isn’t an easy task, but 
there is a shortcut. Cut the first turn sharp 
and wait until the walls end at the crest of 
the first big drop. Jump over the left bar- 
rier at the crest of this hill. Do a stomp 
with the Z Button just before you land on 
the lower half of the course, then slide all 
the way down to the finish line. 


HOW-DO | GET THE SECOND STAR 
ON THE PRINCESS’S SECRET SLIDE? 


If you want another star on the Princess‘s Secret 


Slide, you must finish the course in 20 seconds. 


TIME 6'66"S 


To find the shortcut, leap over the left barrier at 
the crest of the slide’s first steep drop-off. 


ou cannot enter this door if the 
Y moat is filled with water. To drain 
the moat, you need the Big Key 
from Bowser in the Dark World, but you 


You can’t swim through this door, but there is a 
way to drain the moat if you have eight stars. 


won't be able to reach him until you 
earn at least eight stars. After you have 


the Big Key, unlock the door leading to 
the Castle basement. Inside you'll find a 


S . 


Defeat Bowser for the first time in the Dark 
World and you'll earn the basement's Big Key. 


watery room with two square pillars. 
Stomp on the pillars to drain the water, 
then enter the lower door and explore 
the freshly drained moat. 


Stomp on the two square pillars in the base- 
ment and you'll drain the moat. Here we gooo! 


DO I GET MY CAP-BACK? — 


ario takes a third more damage 
M when he loses his hat. 
Whenever you lose your cap, 
re-enter the stage where you lost it and 


track it down. If you lose your cap in 


If you lost your cap in Shifting Sand Land, leap up 
at Klepto as he stalks the skies above your head. 


Shifting Sand Land, leap at Klepto, the 
big bird who stole it, as he flies by. If you 
lose your cap in Snowman's Land, check 
out the ground near the ice building or 
find the Mr. Blizzard who is wearing it. If 


If you lost your cap in Snowman's Land, pick it 
up near the ice house. 


you run around the Mr. Blizzard, he will 
eventually fall over and you'll be able to 
grab it. If you lose your cap on Tall, Tall 
Mountain, climb back up the mountain 
and retrieve it from Ukkiki, the monkey. 


Don't monkey around looking for your cap on Tall, 
Tall Mountain. Go see Ukkiki at the summit. 
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‘HOW DO | USE MY YIN YANG 


COINS? 


ou can spend your Yin-Yang 

coins by holding down the L or R 

Buttons whenever Maui is in his 
ninja form. You cannot transform into 
ninja form unless you collect at least one 
Yin-Yang coin. The coins measure the 
duration of your spinning attack. The 
longer you hold down the L or R Buttons, 
the more coins you'll expend. You cannot 
execute the Spin Move while in the air. 


he only way to win a password in 

Maui Mallard is to collect enough 

treasure to buy a ticket to the 
Password Luau and launch all the fire- 
works in the Luau Bonus Stage. At the 


Maui Mallard won't find a password unless he 
can find and set off all of the Luau fireworks. 


To cashin your Yin-Yang coins, hold down the L 
or R Button while Maui is in his ninja form. 


beginning of every stage you'll see the 
message "Luau Loot" followed by a per- 
centage. The percentage is the amount of 
treasure you need to collect to earn your 
ticket to the Password Luau. Jump across 


Look for the fireworks on the plywood moon 
and sun props suspended above the stage. 


The glittering, Gold Yin-Yang coins give you four 
times the spin power as regular Yin-Yang coins. 


the scenery on the Luau stage to find and 
set off all the fireworks. If you light all of 
the Luau fireworks, you'll receive a pass- 
word and keep any extra lives or contin- 
ues you found in the bonus stage. 


PASSWORD 
uu RL P 
PRESS START 


You can keep the extra continues and lives you 
find at the Luau if you complete the bonus stage. 


| DEFEAT THE FINAL NINJAS 


efore you can graduate from the 
B Ninja Training Grounds, you must 
defeat 10 ninjas and a roving 
throwing star. On both sides of the arena 


are two short, stone platforms. Stand on 
these platforms and hold Down on the 


You can easily defeat the ninjas if you ina 
where to hide. Lie on one of these platforms. 


64) NINTENDO POWER 


Control Pad. 
against the stone block, swing your staff 


While Maui is lying flat 


repeatedly as the ninjas approach. If 
you're quick enough, you can pummel all 
of the ninjas before they can touch you. 
The final four ninjas have lightning and fire 


It's hard to hit a small target. Swing your staff 
repeatedly as you lie against the stone block. 


spells, but if you watch them carefully, you 
can anticipate their spells and jump clear 
of their magical blasts. After you defeat the 
ninjas, watch the pattern of the wandering 
throwing star and hit it from behind as it 
turns and starts to spin away from you. 


Dodge the buzz-saw blade of the throwing star 
and hit it as it turns and spins away from you. 


‘DO | DEFEAT KING ZING? 


ing Zing is the buzzing bee wait- 
ing for Squawks at the end of 
Krazy Kremland in World 3. To 
defeat Zing, you need to hit him in the 
stinger four times. Each time you hit the 


I 
nN 
i 


bee, he flies faster and faster. To make 
matters worse, King Zing drops station- 
ary little Zingers in his wake after you hit 
him twice. You can knock the Zingers 
out of the way with an egg or two, but it’s 


= 


Matt Alderman 


easier to wait a few seconds and let them 
fade away. Zing is temporarily invincible 
whenever he’s hit, so do your best to stay 
out of his path until the mean king 
reverts back to his normal form. 


King Zing is the last opponent you'll encounter 
in Krazy Kremland before departing for World 4. 


After you hit Zing twice, he'll drop Zingers in his 
wake. The Zingers will eventually disappear. 


Head-on shots always miss King Zing. The trick 
is to nail him with an egg right on the stinger. 


quawks can't gain altitude in 


i 
S the way at the bottom of the bee 


Parrot Chute Panic. The exit is all 


hive. To control Squawks, hold Up on 
the Control Pad to slow his descent or 
press Down to make him fall faster. If 
you take your time, you should be able 
to collect most of the bananas in the 
level. If Diddy and Dixie get stuck in the 
hive, try jumping. The honey oozing 
from the floor is very sticky in places. 


Squawks can't fly in the Parrot Chute Panic 
stage, but he can gradually float downward to 
safety. Hold Up on the Control Pad to slow his 
descent or press Down to drop like a rock. 


If you take your time and hold Up on the Control 
Pad during your descent, you'll be able to pick up 
most of the bananas and barrels waiting for you 
throughout the beehive’s sticky interior. 


White To: 


QO & A FAST FACTS 


UNCHARTED WATERS: 
NEW HORIZONS 


Why did my relations with another 
country drop? 

: All of the countries in the game are sensi- 
tive about money. If you invest in a port 
thatis strongly allied with another coun- 
try, it may lower your relations rating. 


Why can't | enter a port? 

: If your friendship rating with another 
nation is too low, you can’t enter its ports. 
Try sneaking in at night. 


SUPER MARIO RPG 


How do | get out of the bed? 
: Press the BButton to jump out of bed. 


How do you defeat Dry Bones or Vomer? 
: Use any special attack (magic spell) 
against them. 


Does Mario have to be in the party at all 
times? 

: Yes. There is no way to switch him out of 
the party. 


THE BUGS BUNNY 
CRAZY CASTLE 2 


How many chambers are in the 
castle? 
28) 


How doluse the Tightrope? 

: Point with the Control Pad in the direc- 
tion you want to go on the rope. Keep 
pressing in the same direction on the 
Control Pad or Bugs will let go. 
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ed twice pelore 


Emperor Shao Kahn 
now seeks'to gain 
controlof Earth by 
rosumectigg Empress 


by the rene- 
le thundangod, . 
the * enn 


must face over=_ % 
whelming @dds in 
what may be their 
final battle against 


the ravenous forces 
~ .of Outworld: Ultimate 
«Mortal Kombat 3! 


Ultimate Mo 


combat 3® ©1996 Midway Mfg, Co. All rights 


reserved. MIDWAY, MORTAL KOMBAT, THE DRAGON DESIGN 
and all characters names are trademarks of Midway Mfg. Co. 
Distributed under license by Williams Entertainment Inc. 
Williams® is a registered trademark of Williams Electronic 
Games, Inc. Used by permission. 


FINAL BATTLE FOR EARTH 


u thought it was safe to go 
back into the dojo, Williams Entertainment 


releases their ultimate tournament fighting 
game for the Super NES—Ultimate Mortal 
Kombat 3, that is. Thi§ time around, subtle- 
ty and “honorable” €ombat are chucked 


out the window ags$hao Kahn and his 
Outworld operativeS@mount an all-out 
= 


What would a Mortal 
Kombat be without “a 
ae 

proper. place tO Be 
UMK3 features: 

and bloodiest! Phe 
MK arenas: Mor @ack- 
ground detatland ani- 


mation add to the near- 
death experience. 


Joining the 
Jad 


interdimensional invasion. Whether you're 
rooting for Earth or Outworld, this Pak has 
more of what you've been fighting for since 
the original MK: more characters, arenas, 
options, moves, Babalities and 
every-other-alities than any previous MK 
title. This also marks the Super NES debut 
of the new Brutality finishing moves! 


Fatalities, 


New BLOOD 


ranks of Mortal Kombat are Rain, 


tmac, Noob Saibot and Smoke, bringing 
fal’ number of playable warriors to 24. If 
you're wondering who is 
behind the center panel 
On» the pboractel select 


game, but rookies they’ 
most definitely not! 
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TEAM TRIUMPH 


Besides the standard one-player game, UMK3 features 
a “2-on-2 Kombat” option that pits up to four fighters 


SIN didNs 


against each other in a tag team match. This mode 
plays in much the same way as the Endurance Rounds 
against the computer, but with two warriors on each 
side. If one fighter falls, his or her partner will step in to 
finish the battle. It’s mix and match mayhem! 


You and your fellow 
kombatant can pick 
your favorite fighters 
or design a team to 
take advantage of 
your enemies’ weak- 


fi ULTIMATE HK3 TOURNAMENT 
: J -SEKTOR 

UMK3 also features.a new “8 Player 5 inc Eee eS UB RL EROS 

Tournament“Upito eight players com- i, 2-SUB-ZERO 

pete in a simple elimination tourna- 2 es <SMOKE 

ment until there is a sole victor. That [iammdahdald 

warrior is granted the honor of choos- | 

ing his or hémdestiny. The prize could KORBGT RhareR { oun dapiensl 

be anything froma glimpse of the perenne | 

future to a round of glorious battle with 

Shao Kahn’s deadliest assassins! 


No code needed here for tourney play! Win 
the battle and take a chance on the prize. 


7-STRYKER 


| aero 


8-CYRAX 


The newest finishing move is exactly what its name says itis 
brutal! There’s no style, no finesse, no clever jokes; it’s oe a 
plain, old-fashioned pummeling. Enter the correct command 
sequence right next to your opponent to lauggh a flurry of 
jabs, kicks and 
punches that 
would put Jackie 
Chan to shame. 
The result? You 


chalk up another. win, 
while your opponent gets 
hauled out of the arena in 
a bucket! 


Boy, if only Larry, Moe and 
Curly could have gotten a 
load of this! Take that, ya 
Knucklehead! 
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OF } 


PRESS START 


WINS: 


Ze LoMING to BAD ENDS 


No MK game Wouldsbe complete without a full range of Fatalities, Babalities, 
Animalities and Friend§hips, and UMK3 has everything you’d expect and gore—er, 
more. Along with the néw Brutalities, all of your old favorite finishing moves are here, 
andiall of the old ruiles.apply. To perform a Babality, you cannot Block during the final 


round; nd'to perform@an Animality, you must first grant Mercy. 
% gee 


SINDEL REPTILE 


es SUB-ZERO 
SOBZEROG WINS " 


i & 


You must perform a Mercy 
before executing an 
Animality. To perform a 
Mercy, stand beyond 
sweeping range. Hold Run, 
press Down four times and 
release Run. 


SURVIVAL At ALL tosts 


One of the keys to winning is your repertoire of multi-hit Kombos.and Juggles that 
deal out more damage than a similar number of normal blows. Komb6s até activat- 
ed by punching in the correct sequence of blows for your character, and Juggles 
involve striking am opponent who is already in the air to send them flying upward B 
again, “juggling” them one or more times for increased damage. Of course, special 

moves do comevinehandy, and you'll be 
happy to know that some of the kombatants 
have been hitting the books (and each other) 
to come up with some terrific new ones! 


Computerized opponents 
may allow you to get 
away with a particular 
moye for awhile, but 
they'll soon “learn” to 
anticipate that move and 
block or dodge it. 


Es eS: 
s up with a pinch more challenge 


bility, heresare a select few of the 
UMK3: These are entered on the 
Ndigits correspond to the number 
Wywhile the last 
fore Kodes in 


You canuse the 
Kombat Kodes to 
practice your 
vt a ee The Switcheroo Kode 
iKannibercia will keep you on your 
entering the tour- toes by randomly mor- 
marie phing your characters 


Finish a four-hit or larger 
Kombo by executing a 

special move, pressing 
Back and High Kick or 

pressing a direction on 
the control pad and an 
attack button. 


screen before it fade: 
reward you with other Koi 
you prove your worth. 


Wee 1? 
sear : 
ROUND 1 


throughout the match. 
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LET THE koMBAT BEGIN 


With Rayden out to lunch on some astral plane, we thought we’d offer our own tips on each 
kombatant, plus give out a slew of finishing moves. In c you're wondering, FA=Fatality, 
BA=Babality, AN=Animality, FR=Friendship and BR=Brutality. Enjoy! 


SIN YidNs 


Once a fugitive from Kahn's assassins, Rain 
has turned from the Light to fight for the 
Dark Emperor. With his formidable lightning- 
based powers, Rain is tactically similar. to 
Rayden. Press Down, Down/Forward, 

Forward and High Punch to unleash 
his Tractor Fireball. 


FA: F, F, 0, HB 
cay F, B, B, HP 
, HP, BL, LK, HK, BL, LK, HK, BL, 


REPTILE 


Reptile’s mission to capture Kitana at all costs is 
aided greatly by his twin Force Ball attacks. 
Alternate between slow (Back, Back and HP + LP) 
andfastones ____ 

(Forward, 

Forward and 

HP + LP) to 


SA CaN & keep enemies 
SONS offbalance. 


STRYKER 


Stryker has kept up withhis training since Jax returns withno 
MKS, adding anew Riot Gun mB de significant enhance- 
Forward and High Punch) to his list of skills. ments, but with 


Like Reptile and his Force Ball, Stryker can 
keep foes at bay by alternating his High and 
Low Grenade attacks (Down, Down/Back, 
Back and High punch or bow Punehi). 


seven special moves, 
he doesn't need any. 

Always hold the Low 
Kick button, so you'll 


_ beready tounleash 


FA: 0, F, 0, F, BL 
AN: Run, Run, Run, BL 
BR: HP, LP, 


FA: U, U, B, F, BL 
FR: Run, Run, 0, Run, 0 
BR: HP, HP, HK, LK, LK, BL, 


The powerful Shield 
Aura (Back, Back, 
Back and High Kick) 
will protect you from 


all projectile attacks, 


forcing opponents to 
come in close for the 
kill. When they do, 
quickly conjure up an 
Axe Uppercut (Down, 
Down/Forward, 
Forward and High 
Punch) to send 

them packing. 


aGround Smash 
aftera Kombo or 
another move. 


. HP, LP, LK, HK, HP, LK, Le 


Jade's Invincibility (Back, Forward 
and High Kick) will render any incoming 
projectiles useless, while her skill with 
the Boomerang ensures that you'll be 
able to return the favor. Press Back, 
Forward and High Punch, Low Punch 
or Low Kick to send out arazor- 
edged greeting to any point on the 
screen. Press Back, Back, Forward 
and Low Punchif you want your call- 
ing card to come back. 


) Siri 


~ NOOB SAIBOT 


The Teleport Throw (Down and Up) won't always connect, 
but you can catch even moving targets with it, andit's a great 
prelude to a Kombo (try four Low Kicks for a quick 23% dam- 
age). The Clone Throw (Forward x3 and High Punch) is a 
good sucker move, andit can also be used to start a 
Juggle. The Ghost Fireball (Back, Down, Forwardand >= om 
Low Punch) will temporarily disable an opponent's ae 
special moves if it connects. BR: 


SONYA 


Sonya can be a Juggling 

demon. A Jump Kick followed 

by aLeg Grab (simultaneously 

press Down,Low Punch, Block 

and Low Kiek) is enough to get the 
ball rolling, and you can also tack this 
on to many of her standard Kombos. 


BL, HP, LP, BL, HK, LK 
a i : 
| Most of Kano's moves may, With such a small repertoire, Princess Kitana 
! seem tame compared to will be sorely challenged by experienced war- 
3 F those of the newcomers, but riors. Her Fan Lift (Back ‘ 
4 Tp even though he stalls big time x3 and High Punch) is 
on projectile attacks, he can § great for air defense, but 
whip out a Juggle pretty eas- the stall time can be 
ily. Use this Kombo as the _ murder on her. Her Fan 
basic building block fora ~ Toss (Forward, 
Juggle: High Punch, High Forward, High Punch 
Punch, Down + Low Punch and Low Punch) is 
and Low Punch. faster, thankfully, than 
sot many other projectiles. 
FA: | . 
: AN: Hol LF 
— q BR: HP, LP, B 1 IK, Lt 


CLASSIC SUB-ZERD 


Ishe aclone, the result of a ripin the time/space continuum or 
merely aclever imposter? No matter, for this creature has all 
the powers of the Classic Sub Zero, andhe knows how to use 
them. All of your special moves are great for countering jump- 
ins or setting up Kombos and 
Juggles. You can freeze your 
Opponent multiple times 

before anuppercut or a 

Kombo for added 
damage. 


Sub-Zero has broken free of his Lin Kuei overlords, 

and he has traded in his Floor Freeze move for two. 

Ice Shower attacks. His sneakiest move by far, 7 
however, is the Ice Clone trick. 
Press Down, Down/Back, Back 
and Low Punch to gener- 

ate anicy duplicate that 

will freeze anyone who 
touches it, Use it as 

defense or as part of a 
fake-out maneuver! 


} HP, LK, Hh, 


NINTENDO POWER 


Kung Laois perhaps the most under- 
rated kombatant, andhe's very effective 
if handled with finesse. Fake out an oppo- 
nent by jumping backward as if retreating, then 
bust out a Flying Kick (Down and High Kick while in the 
air). A Teleport (Down and Up) can lead right intoa punch 
and/ora foot , 
’ sweepora |ine & 
Kombo. ’ 


Mileena has returned to the fray with her 

original powers, but they may prove insuffi- 
cient for the task at hand. The Forward Roll 
(Back, Back,Down and High Kick) is good for 


tight defense, and you should always keep the 


Sai Toss (hold 
High’Punch 
and release) 
charged, just 
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SEKTOR 


Unit LK9T9 is not a stand-out in such a large field of worthy 


competitors. The Teleport Uppercut (Forward, Forward and 
Low Kick) is good for an occasional surprise attack, but 
you'd do better torely on Kombos and Juggles. Use a jump 
kick and a T-Uppercut to start a Juggle or add them toa 
four-hit 

Kombo for 

good mea- 

sure, 


incase. BR HP, LP, LP, HP, BL, HK, LK, HK, BL, 


This mysterious ninja has stepped out of legend and 
into the center of kombat. He has a nasty Teleport 
Punch (Forward, Down, Back and High Punch) that is 
devastatingly quick and tough to counter. You'can 
alternate it with the Telekinetic Slam (Back, Down, 
Back and High Kick). The Slam 

is especially good as a base for 

Juggles; just execute a Slam, 

throw a High Punch, then add 

on other moves. 


Scorpionis inno danger of being overshadowed by 
he newbies. His fearsome Spear (Back, Back 
and Low Punch) still strikes terror into the 
hearts of his opponents. His was the 
first Teleport Punch 
(Forward, Down, Back 
and High Punch), and it’s 
good on defense and 
offense. Double High 
Kicks or Punches will 
rev you up for a Kombo, 
as will a jump kick plus 
a Spear or T-Punch. 


With so many ninjas and cyber ninjas 
running around, it's a good thing that 
Cyrax has a couple of moves that set 
him apart, chief among them being his 4# 
Net Capture (Back,BackandLow § 
Kick). His many projectile 

attacks may seem cheap, 

but they're effective. His 

greatest weakness is stall 

time, however, and teleport- 

ing opponents will be able 

to take advantage of that 
shortcoming. 


FA: D, 0, F, U, 
BA: F, F, B HP 


HK, HP, HK, HK, HP, 


BR: HP, | 


Run 


K, HK, HP, HP, LP 


KABAL 


You'll have to be quick on the draw with Kabal. He has no real air defenses, but if 
you can pull the trigger quickly on a Tornado Spin (Back, Forward and Low Kick) or 
a Gear Slice (Back x3 and Run), you'll be able to stop any charge or 
set upa foe for a Kombo. Double High Punches or Low Kicks 


will open 
luceomioms! FA: 0, 0,8, F, BL N 
multiple AN: Hold HP, press F, F, 0, F, release HP ¥ 


UMM) BR: HP, GL, LK x3, HK, UP x, HP, LP 


SINDEL 


Any tactical plan for Sindel should be built 
around the Air Fireball (press Down, 
Down/Forward, Forward and Low Kick while 

in air) and the Scream (Forward x3 and High 
Punch). A jump-in plus an A-Ball almost guaran- 
tees ahit. 


? 


HFA: Run, Run, BL, Run, BL 
BA: Run x3, U 
BR: HP, BL, LK, BL, LK, HK, BL, FiK, LK, Bt, UF 


Smokeis one of the most balanced and formidable fighters 

in the tournament. While most foes will expect a Spear 

(Baek, Back and Low Punch) if you start inching backward, 
ou/ean always try a fake-out witha quick Teleport Punch 

FFotward, Forward and Low Kick) or ajump-in instead. If 

yourapponent responds with a jump-in, you can 

always try an Air Throw (Block in air) to counter 


it. is ity (Up, Up and Run) is also handy. 


} FA: Hold BL, press U, Ul, F, 0 
| BA: 0, 0, B, B, HK 
) BR: HP, LK, LK, HK, BL, BL, UP, LA, HA, BL, BL 


LIU KANG 


Liu Kang is the embodiment of the old saying, - The best: 

defense is a good offense.” Speedis your greatest asset 

and you should always keep moving. High and Low. 

Fireballs (Forward, Forward and High or Low Punch), cou- 

pled with your new Air Fireball (Forward, Forward and 

High Punch in air) will keep your opponents on the defen= 

sive. Keep the Bicycle Kick 4 

(hold Low Kick and ) FAS U, 0, U, U, BL + Run 

eS IC ICR OCLC! FRO + Run, 0 + Run, 0+ Run 

times. penKombos with RRS RIT aR mt ta an ae a PLP, HP 


High Punches. eae ead ay 


Shang Tsung's greatest strengths actually belong to 
Other kombatants! His Morphing powers are what make 
him so deadly, and if you'd like to catch — } 
Oo ae 5 ie ee } FA: Hold LP, press Run, BL, Run, BL, release LA 
press Block, Run and Low Kick. To y FR: LK, Run, Run, 0 

WR SRM CCRC! BR HP, BL x3, UK, HP, LP, LP, BL x3 

Down and Down + Block. Be sure to — . — 
practice their moves! 


= 


@) _wintenDo PoweR 
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GAME CVE’ 


Fighting against Motaro and Emperor Shao rs is often like beating your head against a brick wall, 
or perhaps, getting your head beaten up by a brick wall! Even the most seasoned Kombat veterans 
have trouble with these two, so here are a few tactical tidbits to help you out. 


MOTARO 


Motaro’s speed and cunning are second only to his master’s. 
He’ll launch straight into a whirlwind of fireball attacks, tail 

_ swipes, jump-ins and teleports. Though you might be able to 
uppercut him when he lunges in, your best bet is to hang back 
until you get an opening, then jump kick him in the head. This 
will stun him long enough to launch into a quick Kombo, but 
don’t hang around. Jump out quickly, and repeat. 


PRESS START 


ind théseem- 

tectionmake 
for very dange: lus clos@gom- 
Pat li he trieSajump-in, al 


PE ae STAG he key to defeating the Dark Emperor 


is to find a character you're comfortable 
with who can duck below his fireballs 
not everyone can). When he tries a 
hadow. Uppercut or a jump-in, whip 


ut an uppercut of your own to give 
im pause. When he charges, you can 
either stand up, block and throw an 


z : Ippercut or stay down and sweep him 
nine aside. You can sometimes connect with 


When Kahn tries his Shadow Uppercut, quickly ay Kombo, butvonly rarely. Juggles are anne. ae , 
back off two paces. Thenrun or slide in under nearly impossible. Kahn down. As Rayden 


him and do unto him what he tried to do to you. “Patience and fortitude, 


t 
SG 


Pi 


© 1996 Marvel 
Character, Inc. 
©1996 Capcom 


PICK UPS 


With 11 challenging levels to complete, even the 
strongest superhero will need a little extra help to win 
this war. Players will find two basic types of power-ups 
in every stage: ones that can be used to help the heroes 
immediately and others that can be used only before 
entering another level. You must use the latter type 
wisely if you're to have any hope of finishing this mis- 


FROM THE PAGES OF 


MARVEL COMICS COME FIVE sion a winner. 
SUPERHEROES ON A mission TO Big Energy @ ) Small Energy 
anks , Tanks 
SAVE CUR PLANET! These will Small tanks 
totally refill refill half an 
a wounded hero's energy energy meter, but like 


With this hot new Pak from Capcom, Super NES players will have meter, but they can be 
to wage war on the forces that threaten our world! Following the used only before the 
plot of a popular line of Marvel comics, this one-player action game Start of a level. 


pits five fearless superheroes against alien forces in a contest to Big Energy Small, Energy 
recover six powerful Infinity Gems. In the wrong hands, the gems Packs Packs 

These will = ) These will 

fill half of instantly 


their larger counter- 
parts, they can be use! 
only between levels. 


can be used to enslave our planet, but if the heroes can get 
to them first, their 


your hero's energy meter give your hero a small 

mysterious power instantly. Not every level energy boost. It's tough 

will make our team has them, so they're to make it through a 
quite a find! level without them. 


even mightier! 


@)_srenvo Power 


Gem ‘ 
Powers Revives 
These items If one of 
allow you to your super- 
make a devastating heroes gets finished off 


power move if you also 
have an Infinity Gem in 
your inventory. 


by foes, this item can 
revive him before the 
start of a stage. 


4, UF You can start the game in any of the first four levels, but Alaska is a great 


lace for your first fight. The evil doubles of other Marvel characters will 
make the battles fast and furious, and the level's treacherous terrain adds an extra chal- 
lenge to pulling off smooth attacks. You may want to use Spider-Man in Alaska because 
of his leaping abilities, but the Hulk is the best bet for the final battle. 


DEAL WITH 
THE DOUBLES 


PUMMEL THE 
THREE PUCKS 


To make mincemeat out of the 
trio of evil Pucks that attack you 
in this area, try pinning a pair of 
them up against a wall while you 
pummel away at them both. If a 
Puck starts a spinning air attack, 
just run away 
in the oppo- 
site direction 


are no Energy 
try to finish the 
before you're 
dealt a lot of 
damage. 


eT ly ac = 2 i Sasquatch's evil double is a dangerous 
Here) direcsesMaukeye:. wall sain dude, but a simple strategy can make this 
their arrows at you, and, unfortunately, 
they have the advantage of being above 
you. Time your jumps up to their ledges 
so that you land before they've 
reloaded and nab the Power Pack to 
undo some of 
". | their damage. 


bigfoot go down in defeat. When he stomps 
on the ground to make the icicles fall, you'll want to head to the floor where 
there's room to get out of the way. Now just work your way back to the hi 
est ledge and wait for the big guy to leap up to your level. Whenever he tries 
to hop to your ledge, unleash a few punch- 
es just before he can land. 


SIN aad NS 


ny 0 THE AMAZON 


The heroes' hunt for the Infinity Gems takes them to the heart of the 
Amazon jungle, where they'll be ambushed by hostile forces and flying 
foes while racing down a rushing river. For this mission, you'd be wise to 
choose a hero like Captain America (because of his awesome triple attacks in 
the air), or, if you have the Time Gem to make up for his plodding pace, the 


> E : f alate ee 
A STRATEGY ASIDE 


Your foes will pursue you from 
either the left or right side of the 
river. If you are successful in get- 
ting them to follow you to one side 
(or even keep them off screen) you 
can dole out the damage without . 
much risk of retaliation. 


BOWS BELOW 


The ‘three evil Hawkeyes that are waiting 
below: these ledges are tough to beat if —_ - 
you try to chase them around the chamber. a 

Just get a firm footing on one of the higher a] f res rn Ta wy the level's 
platforms and let the archers bring the fight final villain is 


Wolverine's dan- 


gerous double. With his sharp claws and light- 
ning-fast reflexes, he's almost impossible to 
defeat without a proper plan of attack. Try stand- 
ing over to one side of the platform, then pum- 
mel Wolverine so that he falls onto the spikes on 
the floor. Keep pounding him as he tries to leap 
back up to your level, but don't get too close 
to the edge of the platform or he's likely to land 
an uppercut. 


LEAP PAST 
THE LASERS 


Try to defeat the two Pucks over to the 
left of the platforms to keep the laser 
that's positioned on the right wall from 
coming into play. Once the duo is 
defeated, leap up the ledges while taking 
out the lasers. If you hurry, they won't 
have time to target your hero. 
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MARVEL SUPER HEROES 


YOU HAVE TO FIND 
THE GEN AND ESC- 
APE YFHWEDIATELY! 


There'll be no time to play with the starfish at the Boston Aquarium's touch 
tank! This home to sea creatures seems to have sprung a leak, thanks to some 
of your enemies' explosives, so you'll often find yourself gasping for air as well as 
fighting off some powerful fighters. The Time Gem makes it easier to escape the sub- 
merged sections of the stage, and Iron Man or Spider-Man are top picks for this level. 


«STARA 


SIN YidNS 


mind YOUR METER 


This section is submerged, so you'll have to Pounding two evil Pucks is 


watch your air meter! If it runs out, the only a slight imposition, 
lack of air will do some serious damage. but fighting three of them 
Luckily, there are only two Pucks in this is a serious problem! Take 
area, so your hero should have no prob- on this terrible trio by tak- 
lems giving them the heave-ho in a hurry. ing up a position on 


the left platform. Now 
when the three Pucks 
begin their spin attacks 
in midair, you can 
just bop them without 
having to leap up to 
their level. 


AERIAL ASSAULT 


The evil Vision that's found here is sure to At 


get the best of you if your hero is a little flat- stage's 
footed. But if you're using Iron Man or ; final section of 


Captain America, keep your hero jumping > platforms, two evil Iron Men will attempt 
and using air- to put your character out of commission. 
borne attacks to *Meatca = Starting out on the floor, you'll 
knock out Vision ~~ 7 need to make a quick leap to the 


in no time. ; ' platform above you to avoid a fast 
laser attack from your enemies. 
Now keep heading up the plat- 
forms as fast as you can and wait 
for the Iron Men on the one clos- 
est to the top. When the Iron Men 
come from below, you'll be better 


able to beat back the pair from 


your lofty position. 


T THY DOOM 


You can pick from two different paths in this level: one involves mak- 
ing a series of tough leaps to get to the dreaded Dr. Doom, the other fol- 


lows lower passages and requires brute power. Choose a hero like Spider-Man 
or Iron Man for the high road and the lumbering Hulk for the lower. Use the 
Time Gem for some assistance in this stage. 


PRECARIOUS = 
PLATFORMS 


Caution and care are required to get past the 
platforms and plasma balls in this tough section 
of the _ stage. 
Patience is a must. 
Harm will come to 
those who hurry. 


To defeat 
Doom, you 
will have to defend 


| against his two main modes of attack: an airborne 
| assault that fires three rays at your hero, and a 
standing attack of a single laser that shoots from 


his hand. Avoid the first by quickly knc 

the Doctor out of the air before he can fire; 
evade the hand-laser attack by keeping low 
to the floor. 


“MAKE NO MISTAKE, 
WE MILE MEET 
AGAINE” 


A PETTY PROBLEM 


The series of spiked balls that drop from the 
ceiling in this lower section are little more 
than a nuisance for heroes who know their 
secret. Unlike the truly dangerous ones 
found in the Amazon stage, these balls can 
be damaged if you stand off to their side and 
bash them from a safe distance. 


There are three warp pads in the last 
area of the lower level, but you 
should concern yourself only with 
the warp that's hidden behind the 
wall. Break down the wall next to 
the middle pad and take the warp 
that's behind it to meet Dr. Doom. 


Z 
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MARVEL SUPER HEROES 


if. After finishing the first four stages, you'll be sent on a mission to a 
space base where Magus and a horde of evil henchmen are orbiting the 
Earth. You'll have to wage a mighty battle to beat Magus, and if you're 
unsuccessful, your heroes will be returned to the beginning of the last stage 
they played before heading out to | 


e 
= 
bE] 
= 
a 


(Wolverine' 
| works — espe 
cially well) to 
quickly defuse 
large sections 
of the device. 


Magus has the ability 
to recharge his life meter 
if your hero can't put him out of commission quickly, 


so keep an eye on his meter and really let him have 
it when it gets low. The best 
moment to attack Magus is 
when he's just beginning 


A FULL SUPPLY i ats” ; : to charge ae his plasma 
OF IRON oe 2 Te Ae beam as he s taking up a 
Defeating the four evil Iron Men in this S as postion. 

section is mostly a matter of speed. 
The first three are easy to defeat if you 
fight furiously, but the last requires a 
little extra effort. Try to keep your hero 
above or below his hand beam. 


next four levels, which include a mission on Mt. Vesuvius and a trek through 
Egypt's searing sands. If you get through all four of the stages, you'll come face-to- 
face with the all-powerful Thanos! 
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Free Fuel 

We'll kick off this month’s Classified Information with our 
very first trick for-ta-da!-an N64 game! If you’re like us, 
you've not only enjoyed earning your wings in Pilotwings 64, 
but you've also enjoyed just flying around and taking in the 
breathtaking scenery. The only problem is that the gyro- 
copter and the rocket pack run out of fuel pretty quickly. 
There is a gas station in the Little States, however, that will 
dole out unlimited fuel for free! It’s located at a road junc- 
tion in the southeast, between the space shuttle launch pad 
in Florida and the Mississippi River. Just land in the parking 
lot, between the sign and the building, and cross or touch 
the center line. Your fuel tank will be topped off automati- 
cally! If you're flying the gyrocopter, just be sure not to 
come to a complete stop, or the stage will end. 


This trick works in any of the 
Little States stages. Use the 
map to get your bearings. 


If you're careful on approach, 
you can make a touch-and-go 
landing and takeoff. 


THE" REVOLUTION 


Stage and Special Passwords 

In the War 3010 review in Volume 88, we mentioned that 
there are three hidden bonus games in this title, and we hint- 
ed at how to find the passwords. In case you haven’t been 
able to uncover the special passwords, here they are, along 
with the passwords to the regular stages. 


This trick works even if you 
don’t quite touch the ground. 


The rocket pack can make it 
here from the West Coast. 


ee 


Stage 2: YTBHMGH 
Stage 3: JRQDGNP | 
Stage 4: RCZKTLN 
Stage 5: PWDNRSX 
Stage 6: TZBMHKL 
Stage 7: CKXLDCN 
Stage 8: KCCRZRT 
Stage 9: MBNVXJC 
Stage 10: QQKFVWD 
Stage 11: NZSTDTP 
Stage 12: LYHJLBN 
Stage 13: DLGFHQK 
Stage 14: HSJVLXF 
Stage 15: FZRJTVP 
Stage 16: GYWCKTH : 
Zanax Checkers: CHCKRS 
Zanax Chess: CHCKMT 
Zanax Invaders: ZNXNVR g 
: 
Leave the last space blank This classic strategy game 
when using the bonus pass- has been given a futuristic 
words. twist. ‘ 
ol, o— 
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Night Game Code 

Baseball season is long over, but to relive those thrilling days 
(and nights!) of doubles and double plays, try this code in 
any outdoor stadium. Press Start to pause, then press Select, 
Down, A and Y. Press Start to return to the game. Once the 
game view changes (e.g., you get a hit and the screen switch- 
es to the overhead view) and returns to the batting screen, 
day will turn into night or night into day! 


This code works with one- Night falls once the game 
and two-player games. Either view changes and then returns 
player can enter it. to the batting screen. 
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Infinite Energy and Stage Skip 

This handy pair of codes will help you through the stickier 
parts of this side-scrolling action Pak. On the Game Start 
screen, press Up, X, B, R (the R Button, not Right) and Start 
simultaneously. Hold all these buttons until the screen fades 
to black. This code will give you infinite energy. Once you 
get into the thick of things, you'll also be able to skip to the 
next stage by pressing and holding Start and Select simulta- 
neously. The stage skip code can be used at any time. 


Hold Up, X, B, R and Start until 
the screen fades. 


With infinite energy, you won't 
have to worry about a thing! 


ie. 


Hidden Character and More! 

You know there has to be a slew of hidden characters in 
MKT, and we’ve got the goods on one of them! Not only does 
this code introduce you to the deadly Chameleon, it also 
activates the Endurance Tournament! We also have Random 
and Stage Select kodes for your Kombat pleasure! 


Random Select 


To activate the Random 
Character Select option, high- 
light either Noob Saibot or Rain 
then press Up and Start. 


Stage Select 


Highlight Sonya on the 
Character Select screen then 
press Up and Start. After all 
characters have been chosen, 
the Stage Select menu will 
appear. 


The tournament ladders will 
be composed almost entirely 
of Endurance Rounds. 


Ina One-Player tournament 
game, highlight Kano and 
press Down and Start. 


She has the combined powers 
and abilities of all the women 
ninja in the game! 


If you choose the Champion 
Tournament, Chameleon will 
be your first opponent. 
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he evil Jaffar has stolen the Prince’s identity and placed the 
kingdom under a spell. Put an end to his dastardly plans with 
the help of these passwords. 


Passwords 

Here’s your chance to prove your mettle in the battle to save 
two universes! Just don’t tell any of the other superheroes 
that you had a bit of help from these passwords... 


Stage 2: CFGKLK 
| Stage 3: DFFKLK 
“4 Stage 4: F@CKLK 
Stage 5: GGMJCK 
Stage 6: HGFHRH 


Use these passwords to skip 
to the really rough stuff. 
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Stage 7: JGBHNH 
Stage 8: KHHGCH 
Stage 9: LHHGDH 
Stage 10: MHLDJF 


Running and jumping, running 
and jumping...! 


o 
JS Hall of Fame Free Agents 


Stage 1: TYCKPQ Stage 9: DPWMQZ 
Stage 2: TJYPDF Stage 10: LKLPDX 
Stage 3: ZXCVBM Stage 11: XCSQSS 
Stage 4: KDZCPL Stage 12: MPQPRY 
Stage 5: MHGQZS Stage 13: JKRTSC 
Stage 6: SPLHRJ Stage 14: DXCMGH 
Stage 7: YPMBCK Stage 15: LPJKHX 
Stage 8: SDWZCM 


Passwords may plop you into 


the middle of a mission. 


Okay, it's time to get your tin 
can in gear! 


ot 


If the free agent pickings are slim, use this trick to add some 
proven strength to the pool. You must win three consecutive 
Super Bowls with the same team without skipping a game. 
Now enter the next season with the Trade Mode on. Hall of 
Fame greats, identified by the teams and jersey numbers 
they’re most associated with, will appear in the agent pool. 


Play the shortest seasons 
and games possible to speed 
things up. 


It's not an easy trick, but the 
payoff will be worth it for true 
gridiron grunts! 


C— EARTHBOUND ~<» | 


Better Than the ATM 


If you’re in Twoson and need some quick cash, just visit the 
Twoson Hotel. Enter the room to the left of the entrance and 
talk to the man there repeatedly until he gives you money. 


$ 
Tak to Good: something. 
| ecocting 
He'll eventually fork over $50 
to get you to bug off! 


You'll need to speak to the 
man about 15-20 times. 


C» 


Puzzle Mode Passwords 


You asked for them, so here they are. We've listed the pass- 

a words to the entire first set of Puzzle Mode stages (up to 
Stage 6-10), plus the password that will access the hidden 
second set of 60 puzzles! 


1-1. None 3-6 FP?D2&!% 
1-2 FP%D292K 3-7 F35J2K!S 
1-3. FP9J2%93 3-8 F39J2325 
1-4 FPYD2%2P 3-9 F36D2P27 
a» 1-5 . FP6J2S9D 3-10 F3CD2ZC6 
e 1-6 FPFJ25CR 
| 1-7 FPMD25!Z 4-1 FPLJ499Y 
= 1-8 FPCJ27C? 4-2 FP2J4%!B 
6 1-9 FPQD27!2 4-3 FPXD4SK! 
9 1-10 FPJD2694 4-4 FP3J47MK 
4-5 FP2J46%3 
me esl FPHJ2Y9H 4-6 F35D4Y4P 
2-2. FP2J2BCL 4-7 F31J4F%D 
2-3. FPTJ2B2N 4-8 F3QJ4GMR 
2-4 FPNJ2C!X 4-9 F3LJ4Q%Z 
2-5 FPKD2M!T 4-10 FPXJ424? 
2-6 FP?D219& 
2-7 F35D2JCC 5-1 FPKJ4HK2 
2-8 F3%J2GCM 5-2 FPRD4NM4 
2-9 F3BD2G!1 5-3 F3%D4X4H 
2-10 F37D2Q2F 5-4 F36D4&KL 
5-5 F3CD4K4N 
3-1 FPCJ22!J 5-6 F34J4R%X 
3-2. FPGD24!G 5-7 FPPJH94T 
3-3. FPHD2H2Q 5-8 FP?JHSK& 
“s 3-4 FP&D2NC8 5-9 F3%DH6MC 
” 3-5 FPPD2X29 5-10 F36JHBMM 


Experts, shmexperts! If you've got an awesome tip or a killer code, send it in! 
We'll print your stuff alongside the pros’ codes. So what are you waiting for? 
Warm up your brain pans, crack your knuckles and press those buttons! 


- 
6-1 F3CDHMM1 6-7 F3HJH3K9 4 
6-2 F3JJHFMF 6-8 F3TJHD%% 
6-3. FP!JH2KJ 6-9 FPRDLOMS 
6-4 F35JHH4G 6-10 F3BDLS45 
6-5 F36DHX%Q 
6-6 F3CDH&K8 7-1 FP5D29J! 


Passwords save both the 
stage and the elapsed time. 


See how far you can get in the 
next set of puzzles. 
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Super Cheat Code 
This Player’s Choice rerelease deserves another chance to 

shine, and so does this terrific code. Pause the game and =" 
press Select 16 times to make a cursor appear at the bottom 4 
of the screen. While holding A and B, use the Control Pad to rg d 
move the cursor left or right to highlight your number of 

lives, coins, etc. Press Up and Down to max them out. Press 

Start to return to your game. ; 


} 
os IEAICA IAM 
8-36 0-300 099 


If you place the cursor on the 
Wario head and then press 
Start to return to your game... 


..you'll also be rewarded with 
anew hat! 
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Taz can earnan extra life ifhe con- a 
sumes 100 Bottle Caps, and he'll pick. 


‘ 
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Taz, that food-lovin' 
devil from down 
under, makes a 
remarkable return to 
the Game Boy in 
what can only be 
called a truly twisted 
outing. If you're a 
real Game Boy 
champ who likes a 
challenge, you won't 
want to pass up 
TeHQ's Taz-Mania 2, with 
its 12 fun-filled stages and 
fast and furious game play. 


4 amr Ji ta a, fe te ry thr ae | 
TAZS TRIF AU Tea 


613566 


ints if he finishes a level fast : 


‘ollects Comic Books. <e 


cts HONG Ey C1-1 RA AN a Us 


ps] Whiz through this wall and stop 
eo on the hill to the right. Jump and 
+ spin back to the left to knock the 
kanga from the top of the ledge. 
Continue to the left 
to grab a Comic 
Book. 


All the stages in Taz-Mania 2 are timed, giv- 
ing Taz just four minutes to reach the finish line. 
Luckily, the Jungle path is straightforward, so Taz 
can explore for secrets and still complete the 
stage in time. The bush rats Taz encounters in 
the Jungle don't throw their spears, so you 
should just close in on the critters and do a tor- 
nado attack to take them down. — 


Renee A 


, s aot i 
C1-33 wow vO) whe Lege 

When you 
| come to this 
| turtle sitting 
at the base of 

acliff, jump 

offhim to the Pabrsememeasece 

left to uncov- > SaaS at Sa at 


Use this little turtle to leap through the cliff. Youllbe Pee: 
rewarded witha Comic Book and an extra life. De ety 


>» 
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Don't miss this power- ( f 


fulitem located near 
the stage's finishline! 
It provides the tool 
crucial todefeating the 
level's final foe, the = 


ank 


THESLONUD SAVES 


To save his mother from a life behind bars, Taz will have to pass through th 
Condo Caves, home to the outback’s wealthiest creatures. Unfortunately, the caves have 
recently become infested with seed-spitting plants, high-hopping kangaroos and some 

~ other vicious varmints. While fighting off this large cast of critters, Taz will have to keep ai 
eye on the clock and avoid getting lost in the caves’ long labyrinths of levels. 


weet a a ape " d 
GD A EN we NY  & Sybus PD) 
+e | At the start: ce 
the stage, you'll 
be speared by the — 
ratonthisledge 
unless you quick- 
ly make a tornado 
| attack. 


ea Mee sh Awh al 


Spikes are i ‘real 

See eae pain, so angle 
ste p your leaps to 
the first, but avoid hitting the ones 
there are onand above these ledges. 
plenty of ; 
Funnels to (2-37 TAD A \1 Ve pa 
find, sodon't | ae 
worry about The finish isn't hard to find in this 
wasting your stage, but you'll still face lots of 
whirlwind foes. Just take your time and just 
power. | ele ‘tan eb But Oattack. 
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Len ete 


To get over this under- 
ground lake, wait until 
the bat turns away 
from Taz and then leap 
for its feet. Hang on 
until the bat begins to 
go back to the left, 
then make a giant jump 
for dry land. 


in this level, Taz must make his way through a maze of mine 
shafts in search of his missing sister, Molly. Besides taking on toucans, bar- 
reling past bush rats, and clobbering bomb-carrying kangaroos, Taz must 
navigate treacherous underground terrain. To be on the safe side, use plen- 
ty of caution when approaching crumbling stalactites, and be very wary of 
large pools of water. 


ap is wr 
ESD by toute uit UNDER 

Most of the bonus items 
are buried beneath the 
H mine shafts, so look for 
places on the floor 
where the stone can be 
easily pulverized. 


To get up this series of steps, 
stand with only Taz's left foot on 
the edge of the ledge and make a 
high leap 
to the 
next level. 


ie, 


: = bi 
Toreach bonusitems inhigh places, start 
a to spin while sliding down aslope and 
jump justh before you' under t 


a 4 tle \ fra ee q 34 a 

sly us DANGERUDS DESERT 
In thésfastof the game's four GBP wlns te als sl 
FY levels, Taz heads out into the eee 

Sanat This is a short and easy 

blistering heat of the outback to stage as longas Taz goes 
bring back his missing little slowly enough to deal 
brother. Prepare for a true test ene Crees 
of Taz's skills: The desert's 
wide chasms require some 
challenging leaps, and in this 
wild and arid land, Taz's 
fiendish foes are almost always 
underfoot! 
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S| Leap off the cliff to 

get this extra life and 
4) spininto the stone on 
itsleft.Keepheading 
left to get Tazbackon — 


CHE yysy yeti Mes! 


After hopping 
across two plat- 
forms and sliding 
off a slope, Taz will 
land on a ledge 
with two spear- 
wielding rats, Hop 
on the platform toits right before the 
tats can do much harm. 


de 


To take on the tank, stay to the left and hop up when an 


is overhead. Throw a tiny tornado at Bushlad at the top of your 
leap, and jump again as soon as you land. When you run out of weapons, 


hop onto the tank and keep hitting Bushlad with tornado attacks. 


e Se 
You'll have to hop high to hurl tiny tornadoes at Bushlad's head. 
If you use up your weapons, you'll need a more direct method. 


To defeat the ptero- 
dactyl, stand on the left side of the [& 
screen and wait for her to lay an egg. cmuaaae 
When the egg lands on the floor, leap up and to the right 
to avoid the newborn bird. Now jump up again and toss 
a tiny tornado at the pterodacty!. Repeat until you're out 
of ammo, then just jump and use your tornado attack. 


AX\. GATOR 


To get the upper-hand on Axl Gator, hop 
onto the platform and let it descend until you're just out of 
the boomerang's flight path. Now begin jumping just as Ax| 
throws his weapon and quickly fire off a tiny tornado. After 
your first attack, continue jumping and throwing tornadoes. 
Axl will be axed in no time. 


Remember: 
You can hurt 
Ax\ only when 
he's not hold- 
ing the 
boomerang! 


If Taz jumps just as 

Axl lets loose with 

the boomerang, you'll 

be safely out of the 
weapon's way before 
it returns. A 


THE TREE-TRUNK TANK 


Wait until the egg lands to 
begin your first leap, then leap 
up again and use a tiny torna- 
do to attack the big bird. (You 
won't have worry about the 
baby pterodacty! this time.) 


arrow | 


If you can force Francis 
Bushlad to fly the white 
flag, Taz will finally be 

reunited with his father. 


When you're all out of weapons, you'll 

still need to follow the same pattern 

of attack you used before, but this 

time, just jump up and gently tap the B 
Button to bring down the bird. a 


BULL GATOR 


There are two stages to beating Bull Gator. In 
the first, get to the screen's right side and leap up just as Bull 
begins to drop his bombs. Throw tornadoes at the top of 
your hops until his plane is kaput. After he crashes, just keep 
beating Bull with tornado attacks while jumping out of the 


way of his weapon. 


If you run out of tiny torna- 
does, don't worry. You can 
still take Bull down with 
your whirlwind ability. 


After Bull crashes, stay in 

close, leap over the line of his 

fire, and use a tornado attack 

as you land. ¥ 
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Cot ahead full of facts? © CHST A SPELL 
You get 10 seconds to push a button, signaling to the % 
Then grab put Came Boy bubbly host that you’ve figured out the question to the 
for Cametek § latest answer. You then have a full minute to spell it out. 
bl . f Jeopardy! will accept such misspellings as “Eriee” for 
por table version of a “Erie,” but can be unexpectedly contrary. For exam- * 


reat game show! Made ple, you'll have to spell out “Bay of Fundy” instead of 
§ § just “Fundy.” 


ith the help of the qui enol) @ 
ve cticat Leauiy © DUELING DUOS | 


masters at Jeopardy The computer-generated rival will never be mistaken for a rocket scientist. For a fast-and- 
Productions, Jeopardy! furious fact fight, face off with a friend to find out who's the real master of minutiae! 
Pl p E di . You'll share the same Game Boy. The first player buzzes 

atinum Edition the host by pressing the center of the Control Pad, while ie 

the second player presses the A Button. If you buzz first # 

challenges your § rasp but give the wrong response, your rival has the chance 
of a wide range of to buzz during the rest of the 10 seconds. 
subjects, including 
the 1940s, nature and 
travel and tourism. ee 


= Cartoony graphics, complete 
with huge grins when your char- 
acter gets a correct question, 
add to the game’s fun. And of 
course, there's the familiar 
Jeopardy! tune. 


O FINAL JEOPARDY 


Just like the big show, Jeopardy! for the Game Boy concludes with 
Final Jeopardy!, in which you any wager amount up to your entire 
winnings. Even if you're trailing badly after the first two rounds, a cor- 
rect question in Final Jeopardy! can still win you the game. Provided, 
of course, that your rival blunders badly. Leaders should wager cau- 
tiously and big leaders should wager very cautiously, Do some quick 
math to make sure that even in a worst-case scenario, you'll still win. 
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If Jeopardy! Platinum © Jeopardy Productions®, Inc. 


Edition has too many © YOU'RE THE QUESTION 


tough answers for you, © AUTHORITY 
try Teen Tournament on Teen Tournament has more of a U.S. flavor, with 


: categories on the presidents and states. TT also 
for size! The format, takes a more light-hearted approach. It will test | 
character's and even your knowledge of comics instead of British 

a history and the other weighty subjects found in 
manly of the categories Platinum Edition. Jeopardy! is not a pure test of 


memorization. In both Platinum Edition and 


are the same, but this Teen Tournament, you can often figure out the 


? 
pak is slightly easier. correct question even if you can’t remember it Fi 5 


right away. That’s because the writers usually : SS TD 


With its emphasis on squeeze an extra clue into each answer. Generally, the 


b 4 si c k nl owl e d g ¢ higher the dollar value of an answer, the tougher it is. 
demand Fe © DAILY DOUBLE 
Tournament makes all A highlight of each round is the Daily Double. 


Pick this hidden square and you can bet any 


excellent choice for the amount up to your total winnings. If you’ve 


younger player. won nothing, the genial host will allow you to 
bet up to $500 in Jeopardy! and up to $1,000 in 
Double Jeopardy! Double Jeopardy! has two 
Daily Doubles. You’ll have 30 seconds to spell 
out the correct question and win this double-or- 
nothing opportunity. The Daily Double offers a 


- * great opportunity to win big—or lose everything! 


_ © FACTOID FACE OFF oe 


Just like Platinum Edition, Teen Tournament allows you to com- SRRSIPP-aS eee 
pete with a friend on the same system. In 1- or 2-Player mode, if [VSS irsuermpyegsres 
you don’t like the categories you've received, you can press the 
B Button before beginning play and the pak will randomly gen- 
erate a new group of categories. You can also choose your on- 
screen character by pressing Up or Down on the Control Pad. In 
1-Player mode, the Pak will chose its own character and name. 


Mite. bi. 
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Do you really know games? Glance at a 
clock or watch and:then take this timed 
test for fun and-see-how fast you can 
name five games that-include the follow- 
ing characters or features: 


Mario. 

A Masamune sword. 

Someone or something named Gaia. 
Yoshi. 

A casino. 

A sound effects code. 

Goombas. 


How did you do? Compare your time to 
the following scale: Under 2 minutes: 
Game Ace. 3-5 minutes: Power Player. 
5-8 minutes: Arena contender. 8-10 min- 
utes: Not bad. 10-15 minutes: Somebody 
interrupted you, right? 15+ minutes: Play 
more games, read more Power. 


Here is your chance to take your best 
shot from the Hang Glider in any 
stage of PilotWings 64. Snap photos 
of the coolest views, angles and 
close-ups in thé game, then take a 
teal photograph of the picture in your 
photo album. The Arena judges will 
vote on the best pictures and award 
the winning photographers four Super 
Power Stamps each. If your photo is 
gallery quality, you might see it in a 
future issue of Nintendo Power! 


NINTENDO POWER 


What's your fastest time down the 
Princess’s Secret’ Slide? (Have you 
found the shortcut?) Take a photo of 
your best time—it should be under 
twenty seconds—and send it to the 
Arena. The twenty slickest sliders 
with the best times will win four 
Super Power Stamps. Nintendo 
Power Super Power Stamps are good 
for cash off the awesome gear sold in 
the Super Power Supplies Catalog 
sent to subscribers of Nintendo 
Power. 


How fast can you run, swim, climb 
and roll through the Riverside Race 
course in Kremwood Forest? It might 
be easy to avoid the insect swarms 
and beat Brash Bear’s winning time, 
but how do you measure up against 
the best players in North America? 
Pause your game and take a photo of 
your time when Kiddy or Dixie is 
standing by the flag pole. The top 
twenty times win four Super Power 
Stamps each! 


SUPER MARIO KART Christopher Tang Jamesburg, NJ 1:50:50 Kenny Hamilton 
Best Times on Koopa Beach 1 (Volume 82) Andy Becker Hampshire, IL 1:50:53 Luke Markko 
Matt Warner Montezuma Creek, UT0:41:69 Richard Gregario Jackson Heights, NY 1:50:57 Chris McBride 
David Wonn Gahanna, OH 0:52:76 Eric Cosman Walnut, CA 1:50:77 Jason Miller 
Kelly Anderson Northfield, MN 0:57:20 Justin Seegmiller Phoenix, AZ 1:50:77 Javier Morales 
Jason Besherse Kress, TX 0:58:16 Eric Goodwin Dublin, OH 1:51:25 Handy Nguyen 
Frederic Busque Pintendre, PQ 0:58:44 Marc Thiele Norton, KS 1:51:46 Tim Nicholson 
Seth Thomas Norman, OK 0:58:54 Patrick Malie | Youngstown, OH 1:51:56 Jack O’Brien 
Chris Kennedy _ St. Paul, MN 1:01:55 Stephen Lensi Bristol, CT 1:51:86 Joey Panzik 
Travis Taylor Anchorage, AK 1:02:78 Nathan Trey Durango, CO 1:52:11 Kevin Peltonen 
Justin Seegmiller Phoenix, AZ 1:03:46 Sonny Lupica Strongsville, OH 1:52:41 Wayne Preston 
Benjamin Seab San Francisco, CA 1:03:61 AustinMohr — Marion, IL 1:52:44 Ramon Rogers 
Richard Lenga _ Batavia, OH 1:52:68 Paul Sample 
Erik St-Hilaire | Winnepeg, MB 1:52:76 Greg Schubert 
SUPER MARIO KART Justin Frederick Seaside, CA 1:52:89 Kevin Smith 
Best Times on Mario Circuit 2 (Volume 84) Joe Kanke Deerbrook, WI 1:53:02 Daniel Solem 
Jared Anderson Lincoln, NE 121: Kevin DeAnna Cedar Grove, NJ 1:53:29 Michael Starcher 
Jon Keeler Grand Rapids, MN : John Stoveld Gormley, ON 1:53:49 Trevor Stayer 
Christopher Tang Jamesburg, NJ :62 Larry Licht Sewell, NJ 1:53:77 Brett Taroli 
Brian Claycomb River Falls, WI 713 Ken Hand Pickering, ON 1:53:79 Lauren Welker 
Arthur Subrin Palm Bay, FL r David Skae Cresco, PA 1:53:79 
Aaron Kaluszka Pilot, VA ‘ Jason Yu San Gabriel, CA 1:54:22 
Stephen King Il Suquamish, WA 210 Bob Eiden Champlin, MN 1:54:35 
James Hanke —- Waterville, KS Fi i Zai Melville, NY 1:54:42 
Steve Rose Lake Zurich, IL e J. P. Prusak North Pole, AK 1:54:45 
Mike LeRoux Woodbine, MD Fi Keith Cox Kountze, TX 1:54:88 
Steven Weiss Old Bridge, NJ y Okotoks, AB 1:54:98 
C dric Charest Marieville, PQ Kevin Jackson _ Davie, FL 1:55:00 
Dan Herron Flint, MI f Jason Rosenberg Dwings Mill, MD 1:55:37 
Landon Nardini Waterloo, IA 3 
Scott Pattullo Healdsburg, CA * 
Herald Richeson Gana FL DKC 2: Diddy’s Kong Quest — 
Jordan Sikora Delmont, PA Best Times for 102% (Volume 80) 
Derrick Lawton Alexandria Bay, NY Sean Lui Arcadia,CA 1:42 
Dave Burmaster Niskaguna, NY Roy Deller Pasadena, CA 1:58 
Chris Sula Joliet, IL : Donna Gretty Tacoma,WA 2:02. 
Michael Grisafe Ventura, CA Daniel Rentz © Winnipeg, MB 
Justin Moore Oregon City, OR Bobby Salazar _ Kingsville, TX 
Jonathan Carts Houston, TX Rick Demers _ Seattle, WA 
Justin Vail Boiling Spring, PA 9 Ti Apache Junction, 
Aaron Cole Stanhope, NJ t : 
Gregory Ardini Needham, MA 
Rene Crete Belchertown, MA 
Brian Hennessy Clearwater, KS 
Andy Pucker Granton, WI 


Dar id Olaechea ‘West New ¥. 


ENTER THE ARENA | 


Write your name, address and Member Number on _ Include your Super NES in the photo of your high Address entries to: 

the back of your photo. Challenges in this issue score. Dim the lights and then take a few photos POWER PLAYERS’ ARENA 
must be received no later than January 10, 1997. without a flash. If you're taking aphotoofaGame = P0.B0X 97033 

The top qualifiers receive Super Power Stamps. Boy, place it ona flat surface. REDMOND, WA 98073-9733 
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ULTIMATE MORTAL KOMBAT 3 {¢F 
aS | 
5. j ~~ Company... «Midway ex 
C AUR, Release Date.......November 1996 
ls > = Memory Size....... 32 Megabits 
¢ 


Shao Kahn’s immortal reign continues on the 
Super NES. 


Where will it end? Shao Kahn’s thirst for power has taken 
him through an Outworld portal into the Earth Realm 
where he strips the souls from every human except those 
who have been chosen to fight in the new Mortal Kombat. 
There may be drama in the story, but the game play is 
tired-and-true MK. 
Twenty-three selectable 
fighters and an_ undis- 
closed number of hidden 
| fighters face-off in tour- 
_ nament or VS. mode. In 
' addition to the standard 
modes, you can play 2- 
on-2 (sort of like a tag 
team match) or you can 
stage an eight-player tournament. New Brutality moves 
have been added to the fighting repertoire, giving players 
a richer mix of mortal moves. There’s also an Agressor 
meter which rewards the player who attacks the most with 


mo 


1PLAYER — MULTI-PLAYER 
MODE ALTERNATING 


MULTIPLAYER 
SIMULTANEOUS 


PHS 
WORD 


PASS- 
WORD 


DECEMBER 1996 


extra power for his spe- 
cial moves. As you 
might expect, the 
extreme nature of the 
graphics has earned 
Ultimate Mortal 
Kombat 3 a Mature rat- 
ing by the ESRB. The 
big question is, should 
you shell out more 
bucks for another MK game? It really all depends on how 
much you like MK, what 
you expect for your 
/ money, and what previ- 
f ous games you have. 
_ UMK 3 is, arguably, the 
» best of all the 16-bit MKs. 
It has the most kombat- 
/ ants, modes and options 
for your buck, but it isn’t 
a quantum leap over 
MK3. If you really want the ultimate MK, you should con- 
sider Mortal Kombat Trilogy for the N64. 


Feoamom, 
ik 


: 


Excellent graphics. Brutality moves. Lots of Kombat Kodes. 23 
fighters. 


i) Lots of frenzy without a lot of strategy. 


Pin 


BATTERY: oa 


GAME SUPER GAME BOY SUPER 
LINK ENHANCED FX CHIP 


@ swrenoo power 


Company 
Release Date... 
Memory Size.. 


Nintendo 
December 1996 
96 Megabits 


The cruellest game of the future is back on the air, coming 


to you live from exotic 
locations around the 
globe. The televised 
battles of Ultratech 
have never looked so 
realistic. Rare’s 3-D 
backgrounds bring the 
action to life, but don’t 
take away from the 
arcade feel. Most of the 


moves and strategies are 
taken from the arcade 
version of KI 2, as are the 
characters. The coolest 
additions to this version 
are the training and prac- 
tice modes, which are 
the best in any fighting 


) game. Most players will 


notice the quality of the 


Mr. Madden puts his name 
on the line one more time 
in EA Sports’ annual foot- 
ball update. This year’s 
edition includes all the 
regular stuff, including a 
five-player simultaneous 
play mode (with a multi- 
tap), seasons, play-offs and 
practice mode. Updated 


team rosters and locations have been added, but not much 


else distinguishes Madden 
‘97 from Madden ‘96. Still, if 
you don’t have a Madden 
from recent years, this is the 
best so far. The graphics look 
good and the play choices, 
as always, are the best in the 
video game football busi- 
ness. Play control, especially 
passing, is easy and intuitive 


TOUCHDORN: 


so you don’t have to spend hours practicing. Don’t miss our 


sports review in this issue. 


ot) Excellent plays and good control. 


—) Not much was added to this year's edition. 


graphics first, but the game play is fast and the Al is chal- 
lenging. Even the com- 
puter opponent has the 
killer instinct and is 
just as likely to hit you 
with a multiple combo 


Company ........s000 Black Pearl 
Release Date....... November 1996 


or a super move as 
would a pro player. 
Prepare for the fight of 
your life with this 
month’s combat review. 


Football is a big game. 
There are big players 
making big bucks on a 
big field inside a big sta- 
dium. When you try to 


pack all that bigness into 
a little Game Boy game, 


© © Incredible graphics. Incredible speed. Very cool practice and train- 


it’s just not all going to fit. 
Madden ‘97 squeezes in 


the basics. You can play seasons or single games and most of 
the time you have pretty good control of the action. The tried- 
and true Madden play selection screens are easy to use as are 
the passing windows. Don’t think that this is a substitute for the 
Super NES game, though. The small Madden misses both the 
NFL and NFLPA licenses, and there is no two-player mode. 


Company 
Release Date. 
ry Memory Size. 


..EA Sports 
November 1996 
... 12 Megabits 


it) Good play selection. Good Super Game Boy enhanced graphics. 


—) Poor music choice. Difficult to see the football. 
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MARVEL SUPER. HEROES: 
WAR OF THE GEMS 


(WORD Release Date 


Memory Size... 
The fate of the universe is on the line and only 
Marvel’s greatest heroes can save the day. 


.16 Megabits 


You'd think that with Captain America, Wolverine, Iron Man, 
the Hulk and Spider-Man on your team, saving the world 
would be a_ breeze. 
Not so in Capcom’s 
scrolling fighter for the 
Super NES. The stages 
are set up with enough 
challenge to test most 
players, even if many 
of the actual fights 
tend to be tedious. 
Expect an experience 
similar to Final Fight, but with several special moves for each 


character. Those special moves can be the difference 
between finishing a stage and becoming a hero sandwich. 
Capcom kindly included a Training Room where you can 
practice your moves 
before heading out to 
find the six hidden 
Infinity Gems. You can 
use special items that 
replenish your power or 
that give you a Special 
Gem Move, as well. 
There’s more to Marvel 
Super Heroes than immediately meets the eye. If you want 
the full picture, turn to this month’s review. 


+) Special moves. Password. Challenge. 


—) Predictable Final Fight type strategies for trappin baddies 


Ing 5 
can become tedious. Movement seems slow until you obtain 


the Time Gem. 


NBA HANGTIME 


” v 


Improve your Hang Time on the Super NES. 


ICON 
KEY 


MULTI-PLAYER 
SIMULTANEOUS 


1-PLAYER 
MODE 


MULTI-PLAYER 
ALTERNATING 


NBA Hang Time for the 
Super NES goes head-to- 
head with all the NBA Jam 
games of the past, not to 
mention College Slam, and 
comes out slamming. It 
more of the 


may be 
| same—arcade b-ball with 
wild dunks and_ flaming 
shoes—but it’s also the best of the lot. The larger players and 


spectacular moves are 
obvious improvements 
over previous jams and 
slams, although the digi- 
tized heads sit sideways 
on their shoulders, giving 
characters a 
Egyptian hieroglyphic 
appearance. Extra roster 
choices add some wel- 
come variety and strategy 


weird, 


to the game while the alley-oop plays rip. You might be sur- 
prised to learn that this most American of games was pro- 
grammed for Midway by 
Funcom, a_ Norwegian 
; developer. These are the 
same guys who made a 
very cool Winter Gold ski- 
ing game for the Super 
NES in Europe. Arcade 
fans, egyptologists and 
Norwegian hoopsters who 
want to have some fun thi 
fall can’t afford to miss our Power review. 


S 


+) Fast, multi-player arcade action. (If you don’t have an N64 yet, this 
game will help ease the wait.) Cool player creation option. 


Characters don’t look like their real counterparts. In spite of 
improvements, it’s essentially another Jam. 


LIVE 497 


EA Sports 5 
Release Date.......November 1996 
Memory Size....... 16 Megabits 


More hoops are here from EA Sports. 

NBA Live ‘95 was a huge step forward for basketball when 
it debuted three years ago, but the following years have 
seen only small refinements on the same basic game. NBA 


PASS- 
WORD 


BATTERY-BACKED GAME SUPER GAME BOY 
MEMORY LINK ENHANCED 


SUPER 
FX CHIP 


@ wnrenvo power 


Live ‘97 offers new 
rosters, | up-to-date 
teams and two new 
half court games for 
something of the NBA 
Jam experience. You 
might say that it has 
everything that Live 
‘96. had, plus a 
smidgin more. In 
addition to the new 
options, the standard 
season play, play offs 
and multi-player exhi- 
bition modes make 
this one of the most 
versatile games 
around. The play con- 
trol and play- making 
in the NBA Live series has always been top notch, and that 
remains true this year. For a full analysis, turn to this 
month’s sports clinic. 


Five player action with a multi-tap. 2-on-2 and 3-on-3 half court 
options. 


—) The game isn’t much different from last year’s version. 


Company...... -Black Pearl 
Release Date.......December 1996 
Memory Size....... 12 Megabits 


a ay g 
aa ’ 
More hot action on the ice from Black Pearl. 


If you don’t have an N64 
(and Wayne Gretzky's 
“excellent” 3-D Hockey) 
the next best thing is 
probably this game 
from EA Sports and Black 
Pearl. The continuing 
series of NHL games 
doesn’t have many new 
features of which it 
can boast, but what 
there is looks and plays 
very solidly. In 
addition to the updated 
rosters, this year’s game 
has two special teams 


which are accessible 
with a code, multiple 
lines with individual 


strategies and enhanced 
graphics. If you don’t 
have a hockey game, 
you can’t go wrong with 
this one. This month’s 
sports report covers all 
the action on the ice. 


Good play control and updated rosters and stats. Improved 
graphics. 


Essentially the same game as last year’s edition. No multi-player 
option beyond the two-player mode. 


TAZ-MANIA 2 


Company... 
Release Date. 
4 Memory Size.. 


G'day, folks. Taz is back 
for more manic munch- 
ing on Game Boy. But if 
you put this shrimp on 
the barbie, make sure 
that you have some 
antacid nearby. In_ this 
comic adventure, the 
Warner Bros. hero must 
evade capture by a couple of crocs while e dodaing assorted 
baddies down under. 
This platform game 
from Black Pearl could- 
n’t be much simpler in 
theme or in play. Taz 
jumps, walks and spins. 
His voracious appetite 
is satisfied by various 
items you find along 
the way and the spin 


move is used to whirl 
through obstacles and 
enemies. There are hid- 
den areas and some 
tough jumps, but this 
game is really for a 
younger audience who 
can stomach Taz’s simple 
' appetite. 


+) A fun character whois easy to use. 


—) Not much challenge. 
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JEOPARDY 
PLATINUM ED 


-GameTek 
«November 1996 
| Megabit 


Company 
Release Date 
Memory Size 


Press your brain buttons with the latest 
Jeopardy!-the Platinum Edition. 

GameTek returns to its bread-and-butter product this 
month, releasing two new 
» versions of  Jeopardy!, 
based on the long-running 
TV game show. Jeopardy! 
The Platinum Edition con- 
tains tough answers to 
tough questions, presented 
in a format that mimics the 
quiz show. In this Game 
Boy version, one player can challenge a computer oppo- 
nent or two-players can compete simultaneously, trying to 
buzz in first. The game includes two rounds—Jeopardy and 
Double Jeopardy—and players accumulate video cash to 
determine the winner. 


HE GREATEST ee 
IN AFRICA Ets 
FLOWS NORT 
THROUGH Paver 


Lots of fun if you like quizzes or trivia. The game accepts close 
misspellings. 


i) Spelling out the questions can be tedious. 


JEOPARDY! 
TEEN TOURNAMENT 


Company.... ..GameTek 
Release Date.......November 1996 
Memory Size....... I Megabit 


What did you learn in school today? Check 
your grade with 
Jeopardy! Teen 
Tournament. 


The last thing you need after a 
hard day slogging through 
classes is a quiz on your 
Game Boy, but Jeopardy! Teen 
Tournament turns out to be 
fun in spite of the nature of the beast. The categories tend to be 
better suited for a younger player than the categories in 


1-PLAYER 


MULTI: 
MODE SIMULTANEOUS 


ULTI-PLAYER 
ALTERNATING 


Jeopardy! Platinum 
Edition, but that doesn’t 
mean the answers are 


easy to come by. Learn 
the drill in this month’s 
review. 


+) Lots of questions and a two-player mode. 


i) Areally annoying rendition of Jeopardy! music. 


THE NHLPA & NHL PRESENT 


WAYNE GRETZKY’S 3D HOCKEY 


Company .........00+4! Midway 
Release Date.......November 1996 
Memory Size....... 64 Megabits 


Now you can be the 
great one when you 
step onto the ice 
with Wayne 
Gretzky and the 
N64. 


If you like hockey, if you 
like fast action, if you 
like incredible graphics, 
if you like a load of 
modes, if you like multi- 
player games and if you 
like fun, The NHLPA & 
NHL Present Wayne 
Gretzky’s 3D Hockey is a 
game you're going to 
like; maybe you'll even 

fall in love with it. The 
first four-player game for the N64 is a brilliant, arctic blast 
of action. Imagine NBA Hangtime with blades and a 
Zamboni. In the arcade 
mode, flaming slap 
shots ignite the net, 
turning the goal into a 
burning tribute to your 
prowess with the stick. 
You can play it straight, 
too, opting for a simu- 
lated short or full NHL 


‘LONG ISLAND 
HARTFORD 


\CKED GAME SUPER GAMEBOY 
MEMORY LINK ENHANCED 


SUPER 
FX CHIP 


© _swreno power 


season, or playoffs; and 
there’s an option to play 
| with five players in a reg- 
y ulation-sized arena. Of 
course, Wayne Gretzky 
and all the other NHLPA 
here on their 


stars are 


proper teams. In the 
} arcade mode, teams are 
limited to three linemen 


and a goalie, and the 


rink is about two-thirds 
the size of most rinks. In 
F this intense atmosphere, 
) the scoring goes through 
roof, tempers flare, 
) fists fly and some incred- 


p the 


ible things happen like 


the goal being covered 


by bricks when your 
goalie stops repeated 
shots. In either mode, 
you can 


save your 


own personal _ stats, 
NBA Jam style, on 
your N64 Controller 
Pak. (Without a 
Controller Pak you'll 


get a password.) If the 


development team at Midway left anything out, it wasn’t 


worth including. 


This is a must play for every hockey fan 


or sports fan, and you can check it out here first in this 
month’s Nintendo 64 review. 


Agreat hockey experience. Four-player. Excellent graphics, sound, 


playability. 


No automatic save feature without a Controller Pak. 
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@ WAYNE GRETZKY’S HOCKEY 


4.2 


3.7 WORK 


QUIZ 
QUIZ 
FIGHTING 
FOOTBALL 
FOOTBALL 
ACTION 
BASKETBALL 
BASKETBALL 
HOCKEY 
FIGHTING 
ACTION 
HOCKEY 


PRO PLAYERS 
pro players, then check for his or het 
& Scott — 

Sports, Simu 
* Leslie 

RPGs, Puzzles, Adventures 
* Paul 

Fighting, Sports, Simulations 


xe Terr 


If you like the same types of games as our 
eal of approval on the chart. 


Action, Adventures, Puzzles 


RPGS" Simulations, Sports 


IDSA Ratings 


(18+), NR=No Rating. To eect the IDSA regarding 
the rating system, call 1-800-771-3772. 


attest, the magic of the i 
just in the racing, it’s more in the sense of 
wild fun, tossing Koopa shells at oppo- 


nents or dropping banana peels on the track. In the new K a i t for bragging 
there 2ight character's, including: Wario, Donkey r ights f Battle Mode ~ 
Peach, Yoshi, Bowser and Toad (not to i A 2S a Mr. 


whom you must 


not alone, it’s 


game) the 
far more varied tl 
e track sur- 


jome the experience in a way 
believe. Don’t miss the January 


ing in FIFA 64 are four-player action, eight cam 
and as many as six PIP (Picture In Picture) 
radar for location, easy switching and u 
In previous sports games, passing and sh« 
limited by cross pad controllers. N 
“This controller is second to none,” 
for much more accurate shot-makin 
moves include the following: lob, 
lob, rainbow kick, clearing pass 
tackle, standing tackle a 
loaded. The motion captu 
¥ soccer pros and the sound 
crowds cheering, booin; 
follows in the sim foot 
Don’t expect flamin; 
shots and bu 
goal nets. Do exp 
intense, fast, t 
realistic pla 
March wh 


9 Pees Extra W cnes” 


PUBLISHER — EA Sports 
DEVELOPER — EA Canada 
Memory Size — 64 Megabits 
Game save — Controller Pak 
NuMBER OF TEAMS—Approx. 140 


just up Anteest ite 
Nintendo. The 
flavor of the game ‘really | 
becomes apparent when you 
consider that FIFA 
about 140 _team 


S NINTEND POWER 


RUIS'N USA 


i t last, the classic arcade road racing game is 
jp fueled up and ready to roll. Although devel- 
opment on Cruis’n USA took a couple of 
extra months, the wait will be worth it for Cruis’n fans who 
expect (and will get) real arcade experience. The racing begins 
on the West Coast, dips down 
through the canyon lands of 
| Arizona, up to the Midwest, 
through Chicago and lowa, and 


rere RIFT 


m, fter a horrendous explosion reduced the 
1, galaxy to a spinning wheel of debris, the 


~ fighter, but 


most fighting games, 
Dark Rift will be judge x 


its moves and not 
futuristic/fantasy 
development at 
ia development 
ing m@Pe from these 


company. (We’ i probatily: Be 
igatures fluid ani- 


guys on future N64 titles.) Da 
mation running at 60 fram@§ per st 
shadow and fog effects, eight player characters and 
two boss characters, individual sound, tracking for 
each character and a wide array of combo moves.», 


AH BF 


2 
mRONnQOS < 


more 
Power's 
January review. 


ind,.lots of lighting, / 


e SOURCE Extra 


PUBLISHER — Nintendo 

DEVELOPER —Midway 

Memory Size — 64 Megabits 
Game Save — Controller Pak 


about it in 
upcoming 


Some of the more interesting co! nhp innovations include 

combo grabs, combo get-ups ano bp projectiles. 
Vic Tokai 

calls the 


~ 
oS \ 
UF 
game a_ violent 


satire. It’s dark, but 
a the characters, don’t 
‘\ pleedy, and there’s a 
sense.of humor. The 
chuckles are sched- 
uled to begin later 

in 1997. 


LODE RUNNER 


This classic action-puzzle game has an all new look for 
the Nintendo 64. Big Bang Entertainment, currently 
developing Lode Runner 64 for Banpresto, grabbed a few 
frames for us off of a PC demo to illustrate how they are 
creating the 3-D mazes. In these views, you can see that 
the maze consists of walkways and ladders along which 
you'll find obstacles, puzzles and enemies. Players will 
navigate the 3-D maze, avoiding or defeating the traps in 
order to reach the goal. The development team plans to 
include smart cameras that move your view to the best 
strategic or most dramatic vantage point in every loca- 
tion. Admittedly, this is still pretty early in the develop- 
ment cycle. The game won't be released until the second 
half of 1997, but Big Bang may just be leading the way 
toward a new genre 
of 3-D games for the 
N64 that combines 
character action with 
strategic puzzles. 


THE KING OF 
FIGHTERS 


Is Game Boy the next platform taken over by tourna- 
ment fighting games? Nintendo and Takara seem to 
think so. Following on the heels of Battle Arena 
Toshinden for Game Boy comes King of Fighters. 
Nintendo plans to release this pint-sized puncher 
in February of 1997. K.O.F. is a definite step up from 
the uneven action and hilariously bad screen text 
of Toshinden. You actually have control of your 
fighters and moves in this game and the speed is com- 
parable to Super J 
NES fighters. 
You also get lots {I 
of variety with | 
one and two-play- 
er modes. In & 
the Team Match 
Mode, you'll 
choose three | 
fighters who fight 
against an enemy team controlled by the CPU or an 
opponent. In all, K.O.F. has 15 fighters, plus bosses, 
each equipped with several special moves. This one is 
small but mighty. 


NINTENDO POWER 


tay 


My 


if CHANGING THE 


SYSTEM 


Ever since the Nintendo 64 went on sale this September, it 
has been heralded as the greatest video game system ever. 
Nintendo of America agrees? Although the original alloca- 
tion for North America was to provide a mere 500,000 units 
by Christmas, increased production in Japan will allow that 
number to more than double. In fact, Nintendo of America 
now intends to ship 1.2 million N64s by the holidays. If you 
think that sounds like a lot, it doesn’t even keep up with retail 
orders, which are closer to the two million mark. Even with 
this extra supply of Né4s headed to our shores, it still may be 
hard to find one since many stores have presold their entire 
orders. Whatever you do, don’t despair. Another million 
units is heading our way in the new year. It seems as if the 
system is changing faster than anyone could have guessed. 


MORE DISNEY 
ON THE WAY 


T+HQ reports that several more games based on Disney prop- 
erties are forthcoming for the Super NES and Game Boy in 
1997. Starting things off in March, The Hunchback of Notre 
Dame movie is the inspiration for a five-insone Game Boy Pak 
shown here. The five games include a block-busting game, a 
bowling game, a_ balloon 
floating game, a moving tile 
puzzle and a platform type 
side-scroller. According to 
T+H-Q, each of the games is 
fairly simple and suited to 
young players. The other 
Disney games in develop- 
ment include Timon & 
Pumba, based on the sidekick 
characters from The Lion 
King and Hercules, based on 
the upcoming Disney movie. 
Timon & Pumba will be 
developed for the Super NES 
while Hercules will be a 
Game Boy title. 


SHOSHINKAI 
ONLINE 


About the time you read this article, Nintendo’s biggest trade 
show of the year in Japan will be taking place. The annual 
Shoshinkai show for Nintendo’s distributors and third-party 
publishers in Japan takes place just before the Thanksgiving 
weekend at Makuhari just outside Tokyo. You'll be able to get 
the latest scoop on Japanese development for the Nintendo 64 
by logging onto your computer and heading to WWW.NIN- 


TENDO.COM or Nintendo Power Source on America 
Online. NOA Scott and NOA Dan will be on hand at the 
show, taking pictures and testing the games for the N64, 
Super Famicom and Game Boy. Net surfers will find news 
on hot titles such as Star Fox 64 from Nintendo and Seta’s 
racing game, Rev Limit. Excitement over more news on the 
64DD disk drive for the N64 is building. 


SHINE ON 
HARVEST MOON 


Natsume’s success with a Japanese Super Famicom game 
called The Meadow Story in which players operate a farm and 
raise a family has been so great that it is going to be released 
here in North America. Thanks to Power editor Terry 
Munson, the game will be called Harvest Moon in North 
America. Yes, your Power staff even names games from other 
companies, Talk about 
power! Anyhow, | this 
unique RPG takes place 
over a two and half year 
game period in which you 
must make your farm a 
success while wooing a 
local lass, marrying her 
and raising a child. In 
addition to the kid, you also get to raise crops, cows and your 
total amount of Happiness Points. Therein lies the goal, for 
players try to obtain ever 
higher Happiness levels in 
order to get better game 
endings. Harvest Moon is 
scheduled to be translated 
and out the door for its 
North American release 
by this February. Although 
it sounds a bit strange, 
Japanese gamers have been heading down to the farm in 
impressive numbers over the past few months. 


NBA | HANG TIME 64 


We just got the final 
N64 NBA _ Hangtime 
from Midway and could- 
n't resist showing off the 
excellent graphics. In 
fact, the only thing that 
matches the graphics is 
the game play, which is 
virtually identical to the 


10 cONtR| 


steve] arcade game. It looks 
like this pak should 
arrive in the stores just 
prior to Christmas. It’s 
definitely worth a trip 
through the snow. 


BLAST CORPS 

CRUIS’N USA 

DARK RIFT 

FIFA SOCCER 64 

NBA HANG TIME 

STAR FOX 64 

STAR WARS: SHADOWS OF THE EMPIRE 
MARIO KART 64 

TETRISPHERE 

TUROK: DINOSAUR HUNTER 
WAYNE GRETZKY’S 3-D HOCKEY 


CASPER 

COLLEGE FOOTBALL USA 97 
GEARHEADS 

HARVEST MOON 

INCANTATION 

MAGIC BOY 

SUPER EMPIRE STRIKES BACK 
SUPER RETURN OF THE JEDI 


THE HUNCHBACK OF NOTRE DAME 
KING OF FIGHTERS 

MOLE MANIA 

SPEED RACER 

TAZ-MANIA 2 


WINTER ‘97 
FALL ‘96 
SPRING ‘97 
WINTER ‘97 
FALL ‘96 
SPRING ‘97 
FALL ‘96 
WINTER ‘97 
FALL ‘96 
WINTER ‘97° 
FALL ‘96 


FALL ‘96 
FALL ‘96 
FALL ‘96 
WINTER ‘97 
FALL ‘96 
FALL ‘96 
WINTER ‘97 
WINTER ‘97 


WINTER ‘97 
WINTER ‘97 
WINTER ‘97 
FALL ‘97 
FALL ‘97 
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GRAND= 
PRIZE 


WIN YOUR ih - 


KI AWASAR Li 
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WIN THE ULTIMATE “_< 
ACTION PACKAGE! & 


°A Kawasaki 750 =. 
ZXi JET SKI° water- r/ 
craft, complete with 4 
trailer! a +a, a 
¢Plus a matching ~ a 
Kawasaki life vest 
and Kawasaki of 
neoprene shorts 
and gloves. 


™ 
T 
E 5 . ° Wave Race 64 
S 
T 


for the N64! It'll 
quench your thirst 
, for excitement! = _ ™ 7 


ani 
RIZE = <. * 


5-winners 


S 


re 


i WIN WATER 
GEAR FR OM 
of ([AWASAT § i ‘ 


4 *Gool-gear in hot 
“colors! A life vest, i \ 
neoprene shorts sd 

-—~ gloves) 


No purchase necessary. To enter, either 
fill out the Player's Poll response. card or 
print your name, address, telephone num- 
ber, Vol. 91, and the answer to the trivia 
question on a plain 3 1/2” x 5" card. Mail 
your entry to this address: 


*Wave Race 64-for 
the N64? See why 
everyone’ s raving 
aboutthe hottest 
racingegame around! 


Wg ¥ 


One entry per person, please. All entries 
must be postmarked no later than January. 
2, 1997. We are not responsible for lost or 
misdirected mail. On or about January 15, 
1997, winners will be randomly drawn 
from among all eligible entries. By 
accepting their prizes, winners consent 
to the use of their names, photographs, or 
other likenesses for the purpose of adver- 
tisements or promotions on behalf of 
“Nintendo Power" magazine and Nintendo 
of America Inc. (NOA) without further 


Nint Dowel 
Nintendo Power 
SHINES PR eng rca Oe 


= 5 , determined by the total number of entries 
7 received. The ratio of prizes to entry 


\ lwo wejleos © cards distributed is 56:1,000,000. No sub- 
a dates We) os hee stitution of prizes is permitted. All prizes 
bh 2) POWSS T! ‘ will be awarded. To receive a list of win- 


ners, send your request to the address 
above after January 31, 1997. 

GRAND PRIZE: The Grand Prize Winner 
will receive a 750 ZXI Kawasaki JET SKI 
watercraft, a trailer, a flotation vest, neo- 
prene shorts, neoprene gloves, and a 
Wave Race Game Pak for the N64. If the 
winner is under 18, the’ prize must be 
accepted by a parent or legal guardian. 
Estimated total value of all prizes is 
$7,500. Some restrictions apply. Valid only 
in the U.S. and Canada. Void where prohib- 
ited by law. Not open to employees of 
NOA, its affiliates, agencies or their 
immediate families. This contest is sub- 
ject to all federal, state and local laws 
and regulations. All federal, state, and 
local license and registration fees shall 
he the sole responsibility of the winner. 
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Coming Next Issue..... 
Volume 92, January 1997 


Nintendo Power takes 


STARIWARS, 


you to a galaxy far, far 


adventure ever on the 
Nintendo 64. With 
detailed maps and secret, 


away for the biggest \ 


Te ee 


rebel strategies at your 


command, you'll be | lasting Imper al Walkers and infiltrating 


is, parties, fun. What could be 
better? Only one thing: the annual 
Nintendo Power super bonus issue 
for subscribers only! Tear into the 
biggest issue of the year with its feast 
of special, insider articles, the best pro 
tips ever, collectible gifts and a gigantic swee; 
stakes with more than 50,000 instant winner 


_ Cruis’n USA has arrived for the N64 
and Nintendo Power is gearing up to 
bring you the ultimate rally report. 
From the green light to the checkered 
flag, from California to the White 
House, from driving strategies to 
and Nintendo Power cover it all. 


my 


secret cars, Cruis’ 


‘Super NES 


Addams Family Values 
Adventures 


Pro Edition 
with Hank Parker 


1 Super Heroes in War of the Gems 
The Mask 
Maui Mallard in Cold Shadow 
3050 


Quarterback Club “96 


the hidden strongholds of the Black Sun crime empire in no time. 


Only Nintendo Power 
can bring you the inside 
story from Nintendo’s 
biggest trade show of the 
year in Japan. Your rov- 
ing reporters will have the latest N64 news from 
Mr. Miyamoto and the design teams at Nintendo 
Co. Ltd. We'll also scope out all the games from 
third party developers in Japan, plus bring you 
the latest on Game Boy and Super NES develop- 
ment in the land of the rising sun. 


143. Uncharted Waters New Horizons Jeopardy! Teen Tournament 
4. Uniracer: 89, Jeopardy! Platinum Edition 
b Killer Instinct 
olution 


X-Men: Mutant Ap% 
154, Zoop 


Game Boy 


‘A Jam Tournament Edition 
06 
NHL 96 
2. Olympic Summer Games 
3. PGA Tour Invitational 


fan X-O Manowar In Heavy Metal 


BACK ISSUES 


These Nintendo Power issues are available individually. Add 
them to your collection! They contain these exciting features: 


Volume 72 (May '95): Kirby's Dream Land 2, True Lies, Justice 
League Task Force, The Flintstones, Warlock, Porky Pig's 
Haunted Holiday, Fatal Fury Special, PGA European Tour 
(GB), Mortal Kombat III Sneak Preview, X-Band Modem, 
Nintendo Power On-line. 


Volume 73 (Jun. '95): WeaponLord, EarthBound, Star Trek 
Deep Space Nine, Dirt Trax FX, Super Turrican 2, Prehistorik 
Man, Jungle Strike, Rise of the Phoenix, Super NES Killer 

Institict Sneak Preview, Virtual Boy, Life Fitness, N64 revealed. 


Volume 74 (Jul. '95): Donkey Kong Land, Judge Dredd, 
Nosferatu, Jungle Strike, Animaniacs (GB), Power Instinct 
S.WAT. Kats, Power Range! Movie, World Heroes 2 jet, 
E3 Report, ACM Programming, Sports Scene, RPGs in Japan. 


Volume 75 (Aug. '95): Virtual Boy Spe fario's Tennis, 
Galactic Pinball, Teleroboxer, Mario Clash, Super Mario World 
Yoshi's Island, Street Fighter IT (GB), Phantom 204( 
ige Dredd, Arcade Classics, I rthworm Jim 
(GB), ( hrono Trigger, Secret of the Stars, Digipen Game 
Programming ( on 


Volume 76 (Sep. ‘95: Instinct, Doom, Red Alarm, VB. 
solf, Castlevania: Dracula X, The Mask, Dra 3 
Lee Story, Galaga Galaxian, Donkey Kong I 


IV,H.1 ‘incoln & M. Ara Esta profile 


Volume 77 (Oct. ‘9: uper Mario World 2: Yoshi's Island, 
Batman Forever, Primal R \AAHH!! Real Monsters, M 
Man 7, Vertical Force, Panic Bomber, Aladdin (GB), 
Civilization, Secret of Evermore, Super Mario RPG preview, 
Sports Scene. 


Volume 78 (Nov. '95): Mortal Kombat 3, Spiderman and 
Venom: Separation Anxiety, Big Sky Trooper, Boogerman, 
Zoop, Waterworld (VB), Virtual League Baseball, Killer 
Instinct (GB), Super Return of the Jedi, Defender/Joust, 
Wizard's Re ecretof Evermoie Anniversary 
Celebration, Sports Scene. 


Volume 79 (Dec. '95): Donkey Kong Country 2: Diddy's Kong 
Quest, Wario Land (VB), Waterworld, Sports Scene, WWE 
WrestleMania: The Arcade Game, Vegas Stakes (GB), Mortal 
Kombat 3 (GB), Mechwarrior 3050, Urban Strike, Shoshinkai 
Preview, Secret of Evermore, PT.. II 


Volume 80 (Jan. '96): Earthworm Jim 2, Shoshinkai Trade 
Show Special, Revolution X, Doonitroopers: Mutant 
Chronicles, Breath of Fire q, Secret of E Scooby Doo, 
PGA Tour 96, Final Fight 3, Jack Bros. (VB), Tetris Blast, The 
Getaway, Frank Thomas Big Hurt Baseball (GB). 


Volume 81 (Feb. '96): Killer Instinct 2: Exclusive Arcade 
Coverage, Mega Man X3, Mech Warrior 3050, Toy Story, 
Syndicate, Nester's Funky Bowling, Donkey Kong Country 
Prehistorik Man, Ardy Lightfoot, Sink or Swim, 

Breath of Fire Il, Dragon Quest VI 


Volume 82 (Mar. '96): Super Mario RPG, Coll 

Tetris (VB), Frantic Flea, Cutthroat Island, Super Mario Kart, 
NHL'96 (GB) The Smurfs (GB), Digipen Feature, Ken Griffey 
On-line, Yoshi's Island, Tales of Phantasia, Nintendo Power 
Awards Nominees 


Volume 83 (Apr. '96): Shadows of the Empire, Power Pigs, KI 
2 Arcade Special, Smurfs, Kirby's Block Ball, Earthworm fim 2 
Codes, Super Mario RPG, Tactics Ogre, Pocahontas, College 
Slam, The Legend of Zelda-A Link to the Past. 

Volume 84 (May '96): Ken Griffey Jr's Winning Run, Mohawk 
& Headphone Jack part one, Lobo, Olympic Summer Games 
(GB), Super Mario All-Stars The Making of Mission: 
Impossible, NP Award Winners, Blood cf the Chozo, College 


Slam Codes, Cyberjocks, Super Mario RPG, Lufia II: Rise of the 


Sinistrals part one. 


Volume 85 (Jun. '96): 31-Page N64 exclusive game preview, 
Olympic Summer Games, Ken Griffey Jr's Winning Run trad- 
ing strategies, Mohawk & Headphone Jack part two, Toy Story 
(GB) Dragonhe rt, Sword of Hope I, Lufia Il: Rise of the 
Sinistrals part wo. 


Volume 86 (Jul. '96): £3 Report, Pilot Wings 64, Mortal 
Kombat Trilogy, BASS Masters Classic Pro Edition, Super 
Mario RPG Challenge, Beat the Boss part one, Iron Man/X-O 
Manowar In Heavy Metal, Brainies, Kirby Super Star, Tetris 
Attack, Water World, Dragon Hopper, Eye of the Beholder 
Ocean, Sword of Hope IT part two. 


Volume 87 (Aug. '96): Tetris Attack, Oscar, Kirby Super Star 
part one, Mario 64 Soccer '97, Urban Strike, W 
Gretzky's 3-D Hockey, Beat the Boss part wo, ( 

Power Rangers ZEO: Battle Racers, Zero Racers, Donkey Kong 
Land 2, Marvel Super Heroes: War of the Gems, Mole Mania, 
Fire Emblem, NES Epics 


Volume 88 (Sep. '96): Super Mario 64, PilotWings 64, Realm, 
Kirby Super Star, part two, Donkey Kong Land 2: Diddy's Kong 
Quest, Pinocchio, N64 Launch, Cruisin USA U pdate, Turok: 
Dinosaur Hunter, Donkey Kong Country 3: Dixie Kong's 
Double Trouble, Prince of Persia 2, Maui Mallard, SimCity, Wat 
3010: The Revolution, 


Volume 89 (Oct. '96): Ultimate Mortal Kombat 3, Shadows of 
the Empire comic, Donkey Kong Country 3: Dixie Kong's 
Double Trouble, Street Fighter Alpha, Ms. Pac Man, Hyrulean 
Adventure, Super Mario RPG, Interview with Sergeru 
Miyamoto, Tetris Attack (GB), Battlezone/Super Breakout 


Volume 90 (Nov. 96): Jonkey Kong Country 3: Dixie's 
Double Trouble, Wave Race 64, Blast C ‘orps, Shadows of the 
Empire comic, Star Wars, Super Mario 64, Sim City 2000, Maui 


Mallard, KI Card Game, Arcades Greatest Hits, Toshinden(GB), 


Lufia IL 


Use the Back Issue/Tip Book Order Form in this issue to 
order past Nintendo Power issues and books, or call our 
Consumer Service department at 1-800-255-3700 to order 
by phone with Visa or MasterCard. 


BUSTED 


Get back in the 
game for $35 


Power Swap" 
gives YOU a perma- 
; nent replacement unit 
ae in exchange for your 


e& + broken one NOW. 


a = You'll be back in the 
game with no wait 
and little expense!! 


“Available in the 
U.S.A. only. Please 
~ call for Canadian 
e. service information. 


CALL eo | THE NEAREST REPAIR CENTER 


1-800-255-3700 


While Nintendo may suggest repair pricing, service providers are free to set their own pri 
1996 Nintendo of America Inc. SM is a trademark of Nintendo of America Inc. 
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Our goallis' to preserve classic video game! magazines so that 
they are not) lost permanently: 


People interested in helping out inany capacity; 
please visit us at fetromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


If you| come) across anyone selling) releases from 
this site) please|do not/support them and do let us know: 


Thank you! 


